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MODES OF PLAY 


STORY MODE 


Upon starting a new game, Story mode is the only single-player mode available. 
This is where the main adventure takes place, and you can start with either the 

Hero story or the Dark story. The Hero story has you playing as Sonic, Tails, and 
Knuckles, and cutscenes between stages tell the story from their point of view. 

The Dark story introduces newcomers Shadow and Rouge, who join forces with 

the nefarious Dr. Eggman. The cutscenes here focus on Eggman's latest plot to 

take over the world. To see the tale in its entirety, you must play through both 


Stories. 


STAGE SELECT 


=| After you've completed a stage in Story mode, it 


Mm At the end 
of every 


becomes available in the Stage Select. Choose this |/=aimmm mission, 
} option from the one-player menu, and you'll be eoery cree 4 you're 
taken to a game map with character icons that rep- |e Mememy given a 


resent each stage. When you highlight an icon, a 
window with five slots appears for that stage. Each 


rank of A, 
B, C, D, or 
E. For the second and third mis- 


=| slot represents a separate mission. The first mission _ sions of every stage, your rank is 


in every stage makes up the Story mode, and simply _ based solely on time. For the first, 
requires you to clear the stage. The second mission __ fourth, and fifth missions, howev- 


requires you to collect 100 rings, the third requires you to find a lost Chao, the 
fourth requires you to clear the stage within a given time limit, and the fifth 

requires you to clear a more difficult version of the stage. Note that successful 
completion of each mission rewards you with an emblem, and allows access to 
the next mission. You can revisit opened missions as often as you like to try to 


earn a better rank. 


KART RACE 


The single-player Kart 
Race mini-game 
becomes available 
once you complete 
either Tails’ Route 101 
in the Hero story or 
Rouge's Route 280 in 
the Dark story. 


SA 2 Battle features a variety of two-player battle 
modes. These mimic Vea = 

the play styles from the 

single-player game, and 


use slightly modified 
versions of the same 
stages. You can also 
challenge a friend toa 
Kart Race, Chao race, or 
Chao karate match. 


er, your rank is based on your 
point total. You can earn points 
by defeating enemies, collecting 
rings, receiving time bonuses for 
completing the mission quickly, 
receiving technique bonuses, and 
various other factors. 


Boss ATTACK 


Completing the Hero or 
Dark story opens a cor- 
responding Boss ae 
Attack mode. Here, the J sure 
goalis to defeat every [ie 

boss from that story, in 

order, without dying. 


BOSS ATTACK 


Emblems are awarded for accomplishing various tasks 
in the game, ranging 
from completing a mis- 
sion to winning a Chao 
race. Collecting these Pa) cr escare 
emblems is the key to ee 
opening the game's “ea 
various secrets. See 
page 108 for a list of all 
180 emblems. 


Sonic's Action, grace, ae 


Moves & ITEMS 


Sonic & Shadow 


The stages for Sonic and his new nemesis, Shadow, involve all-out 
action requiring speed, quick reflexes, and mastery of the following 
moves if you hope to reach the goal. 


Grinding 
The newest addition to Sonic’s and 
Shadow’s repertoire, the grind can be 
achieved simply by jumping on a rail. 
Push the Control Stick left and right to 
balance yourself while grinding, and 
hold down the B Button to crouch and 
accelerate. To jump off, press the A 
Button. Note that you can also jump 
from rail to rail. 


Homing Attack 
Press the A Button to jump, and while in 
mid-air, press the A Button again to slam 
into anearby enemy. You can aim the strike 
to an extent via the Control Stick. This is Sonic Figay 
and Shadow’s most effective means of attack. 
Multiple homing attacks can be linked to dispose of 
numerous enemies or to reach difficult areas. 


Somersault 

To perform a somersault, tap the B Button while either standing or running. This 
versatile move can be used to break crates, squeeze through very low gaps, and 
even destroy enemies. 


First introduced in Sonic The Hedgehog 2, the spin dash allows 
Sonic and Shadow to build momentum and roll at 

incredible velocities. To charge it, hold down the B 

Button while standing still, then release the 

button to take off in a blur of speed. Use this 

move with caution though, as it can make 

controlling your character more difficult. 


Light Dash (tight shoes/ 
Air Shoes Required) 


| After obtaining the requisite shoes, 

4 Sonic and Shadow can run across any 
path of rings, even if it’s floating in 
mid-air. To do so, approach one of the 
rings and press the B Button. 


Light Attack (Ancient Light 
Required) 
m@ Keep holding down the B Button as if 
4] you were charging a spin dash, and 
© 4 eventually Sonic or Shadow will stand 
ee = back up and start glowing. Release the B 


e 4 Button to destroy every enemy within range. 
Light’Attack Cae : 


Moves & ITEMS (continuep) 


Bounce Attack (Sonic Only, Bounce Bracelet Required) 
Press the B Button while in mid-jump, and Sonic will quickly bounce off the ground. 
q Press the B Button again to bounce higher. This useful move 
can be used to destroy enemies and reach high areas. 


= Magic Hand (Sonic Only, Magic Gloves Required) 

a | When near an enemy, press the Y Button until “Magic Hand” 
bs gxsd appears in the upper right-hand corner of the screen. Then 

press the B Button to capture the enemy in a ball. Press the B Button again to 

throw the enemy. 


Magic Gloves 


Enables Magic Hand Bounce Bracelet = 
Flame Ring [ 


Light Shoes Sick 


Ancient Light Sta 


Bounce Bracelet 
\ 


| lle | 


Flame Ring “Sth 
LeveL-UP ABILITY: [Reounewswrs: | 


Increases somersault None 
attack power, breaks iron 
containers US 


Mystic Melody See 


\! 


vast 
LeveL-Up ABILITY: REQUIREMENTS: , 


>: 
* y Plays mysterious melodies None ' 
to activate ancient shrines 


SHaApow’s LEvEL-UP ITEMS 


Flame Ring oe 
a eee 


Increases somersault Air Tort ' 
attack power, breaks iron a 
containers wae 


Air Shoes 
Ee 


Ancient wt P 
| _bever-UpApuiry: | Requirements: 


ae Mystic eee _ 


Plays mysterious melodies None 2 e>. 
to activate ancient shrines =p 


Tails and Dr. Eggman (aka Robotnik) both plod around in armored 
walkers, but instead of relying on speed, they utilize the impres- 
sive firepower at their disposal. 


Volkan Cannon 

Press the B Button to fire a shot from 

the Volkan Cannon. This is used to 

destroy wooden crates and other 

items. It can also be used to 
attack enemies, but the lock-on 
laser is typically more useful in 
that regard. 


Lock-On Laser 
Hold down the B Button to re 
activate the laser, then use the Fe§ 
Control Stick to lock onto 


multiple enemies or items. | | i 

Once locked-on, release | ia 

the button to unleasha «(i Lock-On Laser ie 

barrage of missiles that will seek out their targets. 
This is by far Tails’ and Eggman’s most useful attack. | 


| Propeller Punch/Punch 

| ae 7 This attack is effective only at 
jee close range. When an enemy is right 

| in front of you, press the B 

4) Button to hit it with Tails’ pro- 

peller or Dr. Eggman’s boxing 

glove. Of minimal use in Story 

mode, this attack is most effective 

| in the two-player battle. 


a Hover (Booster/Jet Engine Required) 
@) During a jump, hold down the A 
=) Button to activate a slowly 

4 descending hover. Use the 

*f Control Stick to change your direc- 
By tion. This incredibly useful ability helps 
| Tails and Dr. Eggman get to hard-to-reach 

™ places. Release the A Button to drop down. 


Increases lock-on missile | Large Cannon 
attack power 


| Plays mysterious melodies | Jet Engine 
| to activate ancient shrines | 


Enables hovering _ : None 


Increases Volkan Cannon 
attack power, breaks iron 
containers 


None 


@.. _ (fl | 


Increases health gauge T ial ee 


Increases lock-on missile Bazooka 
attack power 


Enables hovering None 


Plays mysterious melodies Bazooka 
to activate ancient shrines 


Increases Volkan Cannon None 
attack power, breaks iron 
containers 


Knuckles and Rouge are the treasure hunters of the game, 
and are better suited for exploration than battle. Mastery of 
the following skills is vital for finding the pieces of the 


Master Emerald. 


Punch/Kick 

Press the B Button to throw your 

basic punch with Knuckles, or kick 
with Rouge. Use this to break 
open wooden crates or destroy 
enemies. Press the button a sec- 
ond or third time in quick succes- 
sion to put together a combo. 


Climb 

Both characters can climb walls by 
simply jumping or gliding onto them. | 

Once you’ve clung on, use the Contro 

Stick to move around. Use this to 

reach areas high overhead or otherwise 

inaccessible. 


| 


ee < Fae 
Mission Sine 


eSUEEEE 


pad esse ie ss a ae 


Be 


eeeEgons, 


S & | ITEMS (CONTINUED) 


Glide 

Hold down the A Button while airborne 

P=) (via either jumping or falling) to go into a 

| slowly descending glide. Use the 

Control Stick to change your direction. 

This can be used to traverse large 

| gaps, and to destroy enemies and 

=== obstacles. Release the A Button to 
mm drop out of the glide. 

Swim 

) Unlike their comrades, both 

| Knuckles and Rouge can swim. Jump 


cy i a 


Beene 2 


eo ae 


——— 


ES 


Spiral Uppercut/Screw Kick 
} Rotate the Control Stick 360 degrees and 

| press the B Button to have Knuckles or Rouge per- 
) form a vertical attack. Of limited use, this move is pri- 


M) To dig into the oul either press the Y Button until “Dig” appears in the pier 
right-hand corner of the screen, and then press the B Button; OF guesses 
simply press the B Button while in mid-jump. To dig into a wall, 
cling to it and press the B Button. 


Sunglasses/Treasure Scope 

To see certain items that are otherwise invisible, press the Y 
Button until “Sunglasses” appears in the upper right-hand 
corner of the screen, then press the B Button. To turn off the 
Sunglasses or Treasure Scope, simply jump. 


Plays mysterious melodies Shovel Claw 
to activate ancient shrines 


Enables digging None 


Allows breathing None 
underwater 


Increases punch attack None 
power, breaks iron 
containers 


Allows Knuckles to see Hammer Gloves 
invisible items 


Plays mysterious Pacates aa 
| to activate ancient shrines | 


oe ee 


Allows Rouge to see 
invisible items 


Btiestes kick Strack 
power, breaks iron 


“None © 


_ COMMON OBJECTS 


lets _ ANCIE EI IN| T SHR RINE = ; 
[The mysterious ancient shrines are acti- 
j vated by the Mystic Melody. They can 

eae platforms, rings, and blue swirls 


to appear, and most open a path toa 
| lost Chao. 


| Many of the game' S small animals are 

| hidden in these pipes. To get the animal 
| to come out, simply approach the pipe 

| and whistle by pressing the B button. 


Funnies over a dash nodhele gives youa 
peempotary speed boost. This isa must | 
for getting through loops, up steep 
ils, etc. 


Getting crushed bya want werent is 

| equivalent to being struck by an enemy. 
| Some weights rise and fallin a pattern, 
| but others are suspended in air like traps, | 
jand don't fall until you walk under them. | 
| There are sometimes switches nearby that jj 
can wanenly BuePend a weight. 


Goat Rina | 


: 

The Goal Ring marks the end of a stage | 
| for Sonic, Tails, Shadow, and Dr. | 
| Eggman. Simply touch the ring to move j 
Hon to the next stage (or the Chao World jj 
| if you picked up a Chao Key). 


Point MARKER 


| Walking through a point marker allows 

| you to continue from that point in the 

| stage should you die. That is, as long as 
| you have at least one life remaining. 


pos =e. PUL LL 


Pulleys can lift you ‘to otherwise 
| inaccessible areas. To grab onto the 
| handle, just make contact via jumping, 


| springing, falling, etc. 


2 - 
| Only Piel in n Sanié’ S ;Pyranitd Cave and | 
| Knuckles' Death Chamber, you flip over jj 
hourglasses to temporarily open doors. 
As the sand falls through the hourglass, 
i the doors slowly close again. || 


1] UM bb j 
LL rr 


r = ad 


J Running over a jump abate Teanches you 
into the air. This is often the only way to | 
cross a large gap. 


To launch a missile, sine nee on the 

| green button behind it. Missiles are used | 
| to break objects that may be blocking | 
Sy) your path, or to open cages where a 4 
} small animal may be imprisoned. 


SESS z fa) 


Rockets can carry you a long distance in 


is the only way to reach an area. To grab 
on, simply touch the handle, and you'll 
blast off. Letting go is automatic, so don't 


I Probably the most common objects i in 
| the game, springs bounce you high into 
the air aS soon as you touch them. 


sets of two or three. 


[These little white switches have a vari- 
jety of uses, from suspending weights to | 
| opening doors. To activate a switch, 
Itouch it, and it'll light up. Note that 

| whatever was affected may not be in 

| the immediate vicinity. 


i very little time. Sometimes taking a rocket | 


| worry about being launched into oblivion. | 


sets \ find them both individually and in | 


| 
| 

| 
J 


| 


COMMON OBJECTS (conTiNUED) 
ITEM Boxes 


These little round globes contain a 
variety of useful items. To obtain their 
contents, simply bump into them. 


BOMB - Immediately destroys every 
enemy in the area. 


ExtTrA LIFE - Gives you one additional life. 


INVINCIBILITY - Makes you temporarily invincible (sur- 
prise!). In other words, your character can sustain a hit with- 
out losing rings or dying. 


RINGS - Adds 5, 10, or 20 rings to your total, depending on 
the number indicated on the box. 


SHIELD - Both kinds of shield enable you to absorb a single 

hit without losing rings or dying. You can only possess one 

shield at a time, and it disappears after sustaining a hit. 
-Magnetic - |n addition to absorbing a hit, this shield 
also attracts nearby rings. 


-Protective - A basic shield. Nothing less, nothing more. 


SPEED SHOES - Provides the wearer with a temporary 
increase in speed. Use with caution. 


Crates, Boxes, & CAGES 


CAGE - Cages can only be destroyed with a 
missile or by a bomb from Kiki. They often 
contain imprisoned small animals and/or 
block your path. 


CuHao Box - There are 
three Chao Boxes in every 
stage, and they can be broken without any 
special items. The first contains a Chao Key, 
the second contains four 
small animals, and the 
third contains the special 
small animal for that stage. 


IRON CONTAINER - To 
break iron containers, each Metal 
character needs a specific S 
level-up item. See the "Character Profile" 
section for more info. 


METAL Box - These 
boxes cannot be destroyed. 
They do make handy steps, however. 
WOoobDEN CRATE - Your basic, run-of- 


the-mill box that can be broken without any 
special items. 


Chao.Box 


® 


The Beetle series are by far the game's most common ene- 
mies. The Gun varieties fire at you with their front-mounted 


cannons, while the Bomb varieties drop explosives from above. The Spark Beetles don't attack, but their 
electric force field will hurt you. Wait for the field to dissipate before you strike. The Gold Beetles don't 
attack either, but they only appear for a brief moment and are worth a game-high 1,000 pone If you're 
ae to earn an A rank, destroying them should be a priority. 


Boms BEETLE 
100 PTs 


Mono BEETLE 
100 PTs 


wy 
Gun BEETLE 
100 PTs 


GoLp BEETLE 
1000 PTs 


Boms WING 
500 PTS 


SPRING BEETLE 
100 PTs 


ENEMIES (continueED) 


Hunter Series The Hunter series are also common, and all three types fire 
at you with varying frequency. Both the Gun Hunters and the 

Laser Hunters are easily dealt with, but the Shield Hunters can be a bit tricky. Sonic and Shadow can just 

somersault into them, but the other four characters must utilize a less direct means of attack. Tails and Dr. 

Eggman must wait for the Hunters to drop their shields, and then beat them to the draw. 

Knuckles and Rouge, on the other hand, must run around and attack them from behind. 


GuN HUNTER LASER HUNTER SHIELD HUNTER 
100 PTs 100 PTs 100 PTS 


Hawk Series 


The Hawk series are some of the most aggres- 
sive enemies in the game. They swoop down 
from above and attack before you have time to 
react. Keep your eyes open, and be ready for 
them at all times. 


The Rhino series are tank-like vehicles that strike 
with surprising quickness when you get close. The 
Rhino Cannons fire explosives, and the other three 
types simply try to ram into you. The spikes on the 
Rhino Spikes do hurt, so attack low. 


RHINO JET 
100 PTS 


RHINO CANNON 
100 PTs 


Gun Hawk 
200 PTS 200 PTs 


LAseER Hawk Sky Hawk 
200 PTs 


RHINO METAL RHINO SPIKE 
100 PTs 100 PTS 


ENEMIES (conTINUED) 


Hornet Series Artificial Chaos Series 


The Hornet series slowly take The Artificial Chaos enemies are perhaps the most 
aim and then firea barrage {AP “77\_5 difficult enemies in the game. Not only do they fire 
of seeking missiles. \ ‘: \ at you with lasers, but some also attack with ten- 
Quickly destroy their center ie ¢ drils as you approach. Tails and Dr. Eggman can 
before they have a chance, PW! lock on and fire before they're within reach, but 
or, failing that, dodge the \ g the other characters need to get a bit closer. For 
missiles and then attack the WOW > Knuckles and Rouge, try to glide into the 
helpless remnant. Tails and Ga Artificial Chaos's heads from above. if P 
Dr. Eggman can lock onto every \ £ With Sonic and Shadow, the trick is 
missile as well as the center for \es getting by them before they have a 
major point bonuses. Hornet-3 chance to strike with those tendrils. 
100 PTs The most effective means is to 
start a spin dash from afar, and as 
soon as you pass the Chaos, jump 
up and perform a homing attack. 


LASER HORNET 


100 Fae P-100 TYPE 


200 PTs 


Hornet-6 Hornet-9 FLOAT TYPE GUARD TYPE 
200 PTS 300 PTS 200 PTS 200 PTs 


Fighter Series 


The Fighters try to stop your progress with 
heavy air strikes. You can hear them coming, 
however, so when you do, move to the side 
of whatever path you're on. Those 500 
points for destroying them can be tempting, 
but unless the blue eagle is grounded, it's 


usually more trouble that it's worth. BLue EaGle 


500 PTs 


ENEMIES (continue) 


Ghosts 


Some ghosts are harmless, but 
most will either attack or try to 
hold you still so that another 


enemy can shoot you. Therefore, 
make destroying them your first 


priority if you have any business NoMMaL Boo ATTAcK Boo Boom Boo 
in the area. O PTs 100 PTs 300 PTS 


A series staple, Dr. Eggman's robots may not be as prevalent as in previous games, but they do make an 
appearance. The E-1000s are particularly dangerous, as they fire far more quickly than any 

Hunters. Unidus and Golas are slow, but you can only defeat them by hitting their cen- 

ters. Finally, the mischievous Kikis throw bombs, which you can 4 


pick up and use to break cages. 


» 
‘ 


UNiDUS E-1000 
100 PTs 200 PTs 


The next section features a complete 
walkthrough for all five missions of each 
of the thirty-one stages in the game. At 
the beginning of each stage is a list of 
each small animal, Chao Box, Level-Up 
Item, and Gold Beetle in that stage. 

In most stages, if you find every small 
animal, you’ll earn an extra life. If you’re ua a 
raising Chao, small animals become even Look around the black car | | The first Chao Box is The 1,000-point Gold 


more important. The first page of each mis- in front of the dual brick in the top alcove to the Beetle appears at the 
sion lists the five small-animal types that stairways just after you right of the single brick top of the ramp right after 
run down the hill. stairway. the long, twisting rail. 


can be found in that stage, and shows how 


; ; ; Perform a spin dash to 
they effect your Chao’s stats. So if you’re get up there. 


trying to raise a particular stat, pay careful 
attention and grab all the animals with high scores in that area. Note that ocassionally the type of small animal that 
emerges from pipes and other objects may differ from the ones listed in this guide. 

There are usually three Chao Boxes per stage. The first contains the key to the Chao Garden. The second 


contains one of each basic small animal in that stage. The third Chao Box contains the 


Finally, the Gold Beetle’s placement is important if you’re trying to earn a high rank ina 
stage where the rankings are based on score. Gold Beetles are rarely easy to find, but they’re 


worth 1,000 points. 


ry a 


Animals Found 
in Thi 


= 


After dismounting the 
street-board, look behind 
the bushes on the ledge 
immediately to your left. 


¥ 


} run+1 
| power + 


Jump from the alcove 


Look under the cab at the 
top of the hill right after the 
point marker. The dash pan- 
els will send you flying, so 
you'll probably need to turn 
around and climb back up. 


Look around the light pole 


on the right after running 
down the second hill. 


where the first Chao Box 
is located to top of the 
archway at the end of the 
single brick stairway. 


Drop down from the left- 
hand side of the top of the 
ramp, toward the screen. 
Walk down the fenced-off 
area and whistle near the 
trashcan. 


Break the crates to the 
right of the ramp and whis- 
tle near the revealed pipe. 


After dismounting the 
street-board, break the 
wooden crates ahead, on 
your right, and whistle 
next to the revealed pipe. 


5 Rabbit 


il 3 


~ 


Look around the tree to 
the right in front of the 
dual brick stairways just 
after you run down the hill. 


Whistle near the purple 
bush on the left after run- 
ning down the second hill. 


Run past the pulley that 
lifts you to the second 
point marker and look in 
the little nook to the left. 


|__ Rabbit _| 


Whistle next to this pipe 


on the side of the ramp in 


front of the first set of 
elevators. 


Look around the black car 
in front of the dual brick 
stairways just after you 
run down the hill. 


The 1,000-point Gold 
Beetle appears at the top 


of the ramp right after 
the long, twisting rail. 
Perform a spin dash to 
get up there. 


Jump toward the top of 


this light pole after the 
point marker. 


Look around the bench to 
the right of the first point 
marker just after the first 
set of elevators. 


The first Chao Box is in 
the top alcove to the 
right of the single brick 
stairway. 


o i 


The second Chao Box is 
on top of the same ramp 
as the Gold Beetle. 


Raccoon 
“ ead mera aS 


Whistle at the bottom of 
the tree after running 
down the side of the 
building. 


I Missi ION 2 od 


aT }A| F ander at :20 | under 2:30 | 


eee |B} Ju under 1: 1:40 | | B | under 2: 50 | | B [16000 pis. | 
|C | [u under 2:00 | |C { under 3:10 ; & Bee pts. es 


C [11000 pts. | 


I >| under | 2: 30 | | [ D | | _under 4:¢ 00 | 1 


an enemy, 
i press the Y 
Button until 
1 "Magic 
Hand" c appears in the upper 
right-hand corner of the 
®] Screen, and then press the B eon ear 
ae Taser SET Ve Buttonto | . = = Pe: 1 
Sonic's first upgrade is hid- capture the Look around the red Whistle near the Recycling 
den beneath these iron enemy ina benches to the left of Bin just ahead of those 
containers, which youcan __ ball. Try those iron containers in iron containers and in 
break when you obtainthe throwing | the ground. front of the large set of 
Bounce Bracelet and Flame he balls at } elevators. 
Ring from later stages. ase 


Look behind the bush to 
the right of the third and 
final point marker. 


Whistle next to the news- 
paper stands near the 
Goal Ring. 


Toward the end of the long 
series of rails, there's a little 
ledge to the right. Destroy 
the enemy, break the crates, 
and whistle next to the 
revealed pipe. 


To each Te third Chao Box, push forward on the Control 
Stick after bouncing off the springs at the bottom of the 
building, and Sonic will catch a pole. As he swings, wait 
until a red arc appears behind him, then press the A 
Button to have him leap to the next pole. Repeat, and 
Sonic will land on the platform where the Chao Box is. 


eae hb Ste = oa 


1 ST -MigSbn Eccike. FROM THE 
MILITARY PURSUIT 


® All of Sonic's stages are fairly straight- 
§ forward, action-oriented affairs, where 
lm your only objective is to reach the goal 
= without dying. This isn't too difficult in 
s City Escape, so take the opportunity to 
® practice Sonic's new moves: grinding 

lm rails and swinging from bars. Mastery of 
these is vital later on. 


LU ND MISSION: —- 
5 CoLtect 100 RINGs 


There are more than enough rings in 
lm this stage, so successfully complet- 
lm ing this mission shouldn't be a 
™ problem. Just avoid running into 
® enemies, and you'll be fine. 


The item box above these elevators con- 
tains 10 rings. 


\ ' a as Ee ee ee 


> E "3R0 Paeton oa THE ELost CHAO | | cE H ~a 
9  & (Mystic MELODY REQUIRED) | | REACH THE GOAL 
« | After running down the side of the build- —& ee Z 
‘NX | | ing and bouncing from the springs, turn a WITHIN 3:00 
‘N | | back towards the screen and you'll spot i The best place to shave a few sec- 
y © this ancient shrine in the corner. Jump on lm onds off your time is the street 
y | | top of it and play the Mystic Melody to | boarding section at the beginning of 
y i make a spring appear. Bounce up to lm the stage. Avoid running into cars, 
XN fm catch a pulley, then jump to your right to | launch from every ramp, and try to 
» = = reach another. From here you'll see a navigate the tight turns without 
» IF floating spring. Jump and press the A a slowing down. The best way to do 
y ij Button right before you hit it. This I so is to aim for the outside then cut 
- ly should bounce you upwards to the next ly inside as you go through the turn. 
¢ | pulley. Repeat this process with the following spring, and you u'll see a floating So : 
> = =—s spring moving vertically. Wait until it’s up high and jump onto it. You'll see a 
» & flops beetle, this time armed with an electric force field. Wait for the field to 
> fp) ee dissipate, then bounce off of 


him to catch a pole. Swing up 
from here and press the 
Control Stick towards the wall 
to reach a small alcove where 
the lost Chao is waiting. 


Saat A Arucic ea eee Lal) 


| : 5m Mission: CTEAR “pen Bl Boss: F- 6r Bicroor- 
| 

lit B Your first boss encounter of the game shouldn't be too 

BA MODE (LicHT SHOES REQUIRED) | | difficult. When the Bigfoot takes flight, simply keep mov- 

iy The fifth mission of every stage in Sonic Adventure 2 i ing to avoid his fire. This is also a good time to pick up 
| 
| 
| 


NN lm Battle is to clear a more difficult version of that stage. The rings. As soonas he lands, try to attack the cockpit 

. basic architecture remains the same, but there are a few before he has a chance to unload those missiles on you. 
I 
| 
| 


7 {§ more enemies and some slight path changes. B® Failing that, avoid the barrage and hit the cockpit as the 
i missile bay doors close. Do this four times, and you'll be 
q These stairs are now fy on your Way. 
N | blocked off by an iron ie 
NX i gate, so you either 
a | have to jump up 
y | and grab the 


ledge or bounce 
2: 4 up with the Bounce 
| Bracelet. 


=) | The elevators here 
© 1 have disappeared, 
4 replaced by a moving 
beetle and a row of 
=j rings. Wait until the 
beetle positions himself 
near the rings, and then 
perform a homing 
attack on him, 
immediately fol- 
lowed by a light 
dash along the rings. 


Small 


Animals Found 
in This Stage: 
A», <> 
: swim +8 
fly +8 
run+16 
ower +16) : - 
shee E From the starting point, Look in front of the statue 
Si we turn toward the screen in the far left-hand corner 
ee 4 and look behind the pillar of the bottom floor (rela- 
Suse » on the right. tive to the starting point). 
ri run +40 


Cheetah! power +8 


fly +48 


/ SS fly +60 : 
oe. power+16) - — 
t fe. 


swim +20 


The first Chao Box is on 
top of the pillar in the far 
left-hand corner of the 
room, near the statue in 
front of which you found 
the first. 


drop down to the center 


swim +20 section. Locate the spring 


Oy 
A’ fly +4 
‘ run+8 
Dragon | power +32 


'G GoldBeetle 


pipe next to a nearby stat- 
ue. Whistle near the pipe. 


Appears behind the 
Sphinx Head, near the 

falling weight. Destroy it 
quickly to earn the 1,000 
points before it vanishes. 


In the canyon opposite 
the Sphinx Head, climb on 
top of the first broken red 
pillar jutting out from the 
left-hand wall (relative to 
the airlift). 


In the canyon opposite the 
next to the last vertical red 


(relative to the airlift). 
Whistle near the pipe. 


In the room where the 
Mystic Melody is, look in 
the upper corners of the 
wall you came in through. 


Knuckles’ Mystic Melody is 
hidden in a room behind 
this painting above the 
Lonely Statue. You need 
the Shovel Claw to dig 
through, however. 


By _ Peacock __| 


fe 


vy) 


Take the airlift outside, and 


down here, and you'll see a 


Sphinx Head, there's a pipe 


pillar on the right-hand wall 


Climb onto the ledge 
straight above the starting 
point, and whistle next to 
the pipe on top of it. 


Break the treasure chest 
on the ledge just above 
the right-hand side of the 
bottom floor (relative to 
the starting point). 


The second Chao Box is 

against the wall to the 
right of the Sphinx Head 
(relative to the airlift). 


Run around the Sphinx 
Head. It’s in the shorter of 
the two narrow canyons 
accessible via the airlift. 


The final Chao Box is rest- 
ing at the feet of the 
Lonely Statue near the 
end of the canyon oppo- 
site the Sphinx Head. 


At the end of the canyon 
opposite the Sphinx Head, 
there's a Lonely Statue 
below a platform with four 


red pillars. Look on top of 
the left-hand pillar. 


A|16000 pts. A} under 1:30 A | under 0:40 A |16000 pis. = A|17000 pis. 

B | 14000 pts. B | under 2:00 B | under 1:00 B |14000 pts. | = B | 15000 pts. 

C/}10000 pts.} |C} under 3:00 C | under 2:00 C | 10000 pis. S C } 10000 pts. 

D} 8000 pts. D | under 4:30 D | under 2:30 D} 8000 pts.|©} |D]| 8000 pts. 
1ST MISSION: FIND THREE 2ND MISSION: 


PIECES OF THE MASTER EMERALD 


The pieces of the Master Emerald are in different random 
locations each time you play. To find them, use the radar 
at the bottom of the screen. As you get closer, it turns 
from green to yellow to [iESan 


CoLLect 100 RINGS 


After collecting the eight rings in front of you at the 
beginning of the stage, head for the tops of the pillars 
and glide around to collect another 56 rings. From there, 
take the airlift to the 


highest ledge and grab 
30 more from the two 
item boxes. Jump off, 
glide to the right, and 
land on the second 
large ruin to find the 
last six rings. 


red, and the "ping" 
sound speeds up. You 
can also reference the 
computers for hints, 
but doing so subtracts 
points from your score 
(making it more diffi- 
cult to get an A). 


4TH MISSION: GET 
THE EMERALD 
PIECES IN 2:00 


Because this stage isn't very large, 
completing this mission shouldn't 
be a problem. If you're yi to 


30 MISSION: FIND THE Lost CHAO 


Climb to the top level underground, and you'll find four iron containers in the 
right-hand corner (relative to the starting point). Smashing the containers 
reveals a picture that you can dig through 
with the Shovel Claw. Doing so places you in 
a room with an ancient shrine and a door. 


Play the Mystic Melody atop the shrine, and score an A, 
the door opens. The next room contains however, 
another shrine. Jump on it, play the Melody avoid 
again, and this time a blue swirl appears. using the 
Jump into it to be transported to the loca- he 


tion of the lost Chao. 


57H MISSION: CLEAR HARD MODE 


In Hard mode, the pieces of the Master Emerald are always in the same place. To reach 
the first piece, take the airlift up and glide to your left toward the Lonely Statue. Land on 
the farthest large ruin, and you should see the piece floating under a platform. Glide 
from here and grab it. 

For the second piece, run back toward the airlift and dig into the painting under one of 
the ledges. You'll arrive in a room filled with identical paintings. Put on your Sunglasses, 
and you'll see some rings leading to 
one of the paintings. Dig into it, and 
you'll land next to the Emerald. 

- For the third and final piece, dig 
into the painting you just came from to go back underground. Go to the 
top of the shortest pillar, put on your Sunglasses, and walk into the 
spring that appears. You're bounced into the last piece automatically. 


- Boss: Dr. EGGMAN 


. The easiest way to defeat Dr. 
Eggman is to put some distance 
between the two of you, and fire straight 
at him with the Volkan Cannon. If you try 
to lock onto him, he usually runs away and 

avoids it. Take a hint and follow the 
same Strategy if he locks onto you. 


loyal sidekick will emerge triumphant. 


sna. cee | 


Animals Found [iiss cee 


in This Stage: 
eg] 
boy swim +44 
ee ; : 
{ ! 
cas run+S | § pe TebebE! la Paiaaill 
After destroying all of the enemies in the room where To reach the first Chao 
you begin, take the lift in the corner to bring a hidden Box, destroy the iron con- 
enemy into view. Destroy it, and the iron gate to your left tainers in the right-hand 
opens. Walk through and whistle near the pipe on the wall of the room you start 
run +20 other side. in. The Box is hidden 
power +36 behind them. 
swim +8 3 ic 
fly +8 aa 
run +16 ae 2 f 
power +16 o.oo ae 
‘kari. y ua \ 
[oat \ 
run +4 ff = 4S / “ 
power +40 — — —— — 
Take this lift to the roof of another enclosed hallway. Hop After returning to the 
over the gate and walk toward the edge. You see a very main path from grabbing 
swim +16 short hallway across a narrow gap. Destroy every enemy the second Chao Box, 
fly +12 in sight to open the short hallway's gates, and then destroy this iron contain- 
‘i run +36 hover across. The second Chao Box is inside. er on the right. 
Unicorn | power +0 


Drop down to the room at 
the other end of the hall- 
way, and look in the nook 
to your immediate left. 


Now go down the afore- 
mentioned hallway and 
wait next to the second 
cell on the left. 


The third Chao Box is 
behind another, smaller 
gate in the same room. 
Destroy the enemy that 
drops down behind the 
gate to lower it. 


In the same room, take the 
lift, but before going down 
the hallway, hover to the 
narrow ledge next to where 
the Chao Box was. Whistle 
near the pipe on top. 


Also, don't get too close or he'll punch you with that boxing glove. Just be patient, and Sonic's 


Before proceeding down 
the enclosed hallway next 
to the first searchlight, 
jump on top of the hall- 
way via the metal boxes 
to your right. 


In the room after the point 
marker, destroy all of the 
enemies to lower the large 
gate in the center. Then 
blow up the canisters in the 
far left corner of the room. 


Blow up the canisters on 


the other side of the wall 
that establishes the nook 
where you found the 
gorilla. 


co § a i =) ih 

A |} 26000 pts.| A} under 2:30 A | under 2:00 A | 26000 pts. = A | 26000 pts. 

B | 23000 pts. B | under 3:00 B | under 2:30 B | 23000 pts. |: B | 23000 pts. 

C }17000 pits.| C} under 3:30 C under 3:00 C }17000 pts. C /17000 pts. 

D | 13000 pts. D | under 4:00 D) under 4:00 D |} 13000 pts. | © Dp 13000 pts. 
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Whistle near the control 
panel on the wall to the 
left of the second point 
marker. 


Atop the lift where the bee- 
tle appeared, turn toward 

the screen and hover to the 
roof of the hallway you just 


After passing the second 
point marker and walking 
down a series of twisting 
hallways, look to the right 
of the first of two consec- 
utive lifts. 


Wait near th 

the right in the hallway 
after passing through the 
third point marker. 


Destroy the wooden crates 
and the iron container on 
the right-hand side of the 
ledge where the second 
consecutive lift is. Whistle 
near the revealed pipe. 


Whistle near the control 
panel in the room at the 
other end of the hallway 
where you just found the 


Le 


After taking the second 
consecutive lift, whistle 
next to the second fluo- 
rescent light on the right- 
hand wall. 


a! 


es e stb Ma 
This appears while riding 
the first lift you come 
across after grabbing the 
previous small animals. 
Lock onto it quickly to gar- 
ner those valuable points. 


Destroy all of the enemies in the room where the Goal 
Ring is, including the beetle hidden in the near right-hand 
corner. The gate to the left opens, revealing four iron con- 
tainers. Break the containers, proceed down the now- 


came from. Fire the missile 
there to blow up the cage. 


gorilla. opened hallway, and destroy the two guards at the end to 


open another gate. The Laser Blaster is on the other side. 


2ND MISSION: 
CoLLect 100 RinGs 


There are only 114 rings in this 
stage, so be careful not to get hit 
by any flying enemies or projec- 
tiles. If you manage that, you 
should be fine. 


1ST MISSION: FIND THE CORE OF THE 
PRISON 


MM] To open doors in this stage, you 
“4 must lock onto and destroy 
every enemy in 
sight. 
Locking 
onto multi- 
ple enemies 
# at once 
earns you 
substantial 
point bonuses. 
Also, unlike other char- 
acters, Tails and Dr. 
Eggman 
both have 
an HP 
gauge. [0 
keep it 
filled, collect as many rings as 
1 possible. 


3RD MISSION: FIND THE Lost CHAO 
(BOosTER AND Mystic MELopy REQUIRED) 


After passing the second point marker, 
walk through the twisting hallway, and 
you come to a lift. Take it to the roof of 
the enclosed hallway on the left, and 
q turn the camera 1 until you see an ancient 
Rm) shrine. 

4 Hover to 
the 


play the mate od on top of it, and 
a spring appears. Bounce up, destroy 
every enemy in sight, and a gate opens 
that leads to the imprisoned Chao. 


The level architecture in this mission is 
unchanged, but there are a lot more enemies 
this time around. Be particularly careful of guard. 
those that drop and swoop down from the sky. 


| | HeERo SToRY 


| 
‘a 
| 
| 

i 
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Small 
Animals Found 
_in This ee 


Look on the right just 
before the first jump plate. 
You'll have to slow down 
after hitting the dash 
panel behind it to avoid 
being launched forward. 


There are now enemies armed with shields. 
Beat them to the draw when they drop their 


After going through the 
first loop and launching 
from the second jump 
plate, look to the left of 
where you land. 


4TH MISSION: REACH 
THE GOAL WITHIN 3:00 


Conquering this mission in record time is 
easy if you follow a strategy of run-and- 
shoot. Stop as infrequently as possible 
by blasting enemies as you approach the 
gates. 


In the room after the third point marker, you 
must walk into the alcove on the right of the 
lift to make three enemies appear. Destroy 
them, and the gate at the top of the lift opens. 


Look on the roof of the 
enclosed hallway just 

after you grab the previ- 
ous penguin. 


iB BI: 18000 pis. | 


lA] 4 ‘under 1:1 :10 | ] Al 


[B| under 1:20 | 


al 
] 
| 
| 
] 


under 0: 50 | 


| “under 13 :00 | 


ae [ 18000 pts. aE | | 


[C [16000 pts. | 


ele under 1 130 | _ 


under 1: :10 | 


[ |D [14000 pis. | 


Whistle neaethe pipe 
inside that same 
enclosed hallway. It's 
just underneath and to 
the left of where you 
found the peacock. 


“under 1: :20, | 


Exit the eeway and BatMGe from the springs ahead. 
You'll land in front of another enclosed hallway. Climb 
onto the roof, perform a homing attack on the enemy to 
your right, and then perform another to reach the fuel 


tank behind him, where the first Chao Box is. 


Ml Enables 


| Sonic to per- 
form the light 


dash. 
3 Approach a 
row of rings and press the B 


Button to zoom across them 


at light speed. 


After performing a homing attack ; 
across a long string of enemies, you | 
land ona platform with a pulley on | 
it. This pulley takes you to the Light | 


Shoes, which are required to 


progress any farther in this stage. 


Run through the loop after 
the second point marker, 
and springs will bounce you 
to the top of a hill. Before 
running down, look around 
the light post to your right. 


After somersaulting under 
the next gate, hold back 
on the Control Stick 
before hitting the next set 
of dash panels. 


After running down the 
hill and launching from a 
jump plate, you come to 
two consecutive pulleys. 
Look around the top of 
the second one. 


The final Chao Box is 
located to the right of 
the third point marker. 
Break it before taking 
the rocket ahead. 


After light dashing across 
the first row of rings, you 
land on an aircraft carrier. 
Run down a bit and look on 
the near side of the strip 
that juts out to the right. 


Look just before the first 
loop that comes after the 
two consecutive pulleys. 
Avoid hitting the dash 
panels, or you'll zoom 
right past it. 


After taking the rocket, 
jump down onto the shut- 
tle launch pad. Look next 
to the spring in the near 
left-hand corner. 


Bounce from the series of 
springs after the first 
point marker, and look 
behind the red metal box 
in the left-hand corner of 
the platform you land on. 


Look past the two fuel 
tanks on the left-hand 
side of the carrier, almost 
straight across from 
where you found the pre- 
vious raccoon. 


ARIS Ea 


ani FS 
ae 1 8 : = 


Now run through that 
loop, and look in front of 
the first set of dash pan- 
els you come across. 


aT 


i B | [16000 a 


Perfditn a homing attack 


on the beetles to the 
left while crossing this 
gap. The Gold Beetle 
will appear next to the 
extra life. 


The second Chao Box is in 
the middle garage on the 
left-hand side of the air- 
craft carrier. 


After launching from those 
dash panels, jump onto 
the first fuel tank on the 
left. You need a bit of 
speed behind your jump 
to reach it. 


This one is difficult because 
you must reach the very top 
platform before the shuttle 
launches. After dropping 
from the rocket, jump down 
onto the shuttle launch pad 
and bounce from the spring 


in the corner. Use the dash panels to speed around the 
corners, and when you come to the first handle of the 
shuttle, turn and jump to your left. Homing attack across 
a string of enemies to reach the platform on the other 
side, and then light dash across a long row of rings. 
Bounce from the spring at the end, and you're there. 


Np Midfias 


| 1st Mission: esc FROM , 
i Cottect 100 RINGs 
| 


) THE MILITARY BASE 


is In this stage, mastery of the homing attack is crucial. There 
Mm are a couple of sections where the only way to cross a sea 
| gap is to homing = 
| attack across it from [> =% 
j one enemy to 

| another. You must 
@ also utilize the light 
lm dash (see the “Light 
lm Shoes” section on 

ly the previous page) 

i at times to avoida 
watery grave. 


SGT TARE 


Collecting 100 rings in this stage should be fairly easy. To 
do so as quickly as possible, use your new light dash at 
ey opportunity. 


id 


> j _ 
Say, tia S| 


4m isn REACH 
| THE GOAL WITHIN 2:00 


This mission may seem dif- 
szm ficult, but there is a short- 
cut that can help. Climb up 
1 onto the roof you used to 
reach the first Chao Box, 
and perform a light dash. 
This allows you to bypass a 


3n0 Missions FIND T THE Lost ; 


§ CHAO (Mystic MELopy AND BouNCE 
| BRACELET REQUIRED) 


i Stop at the ancient shrine in the top garage on the air- 

i craft carrier, and play the Mystic Melody. Step out onto 
i the platform that appears, and jump onto the roof of the 
| adjacent garage. To reach the next platform, you have to 
ly use your bounce attack. From there, jump along the 

lS series of identical platforms until you reach a small iso- 
lated road, at the end of which is the lost Chao. 


- 
| 
| 
i 
| 
| 
| 


sizable chunk of 
I the stage. Also, 
when you fall off 
the shuttle at the 
end and enter the 
i tunnel, avoid run- 
B® ning into walls—it 
slows you down 

§ substantially. 


4 E MISSION: CLEAR HARD PAcDE 


Sq Other than the addition of a few new enemies and the disappearance of some rings, 
4 there's only one difference of note in this mission: The rocket you used to reach the & 

shuttle launch pad is no longer there. Instead, you have to homing attack enemies 

across the water. The next enemy in the series only appears after you've destroyed 

the pre-e = ag — p< mam 

vious oe , ihe 

one. 


Not only are there robots where there were 

] none before, but they fire much more rapidly 
than usual. Proceed with caution or risk a final 

| resting place next to a hideous fern. 


oo Boss: SHADOW 
N It's finally time for Sonic to do battle with his new 
p look-alike. There are two ways to hurt Shadow: either 
y hit him with a homing attack from behind, or 
y simply somersault into him. If you see him jump 
‘x up to hit you with a homing attack, get moving! 
Xx You'll probably also need to jump to deflect his 
b assault. The battlefield is very small and if you fall off 
y | you'll lose 
7 a life. So 
« try to stay in 
XN the center! 
y 
y 


Whenever Shadow's back is turned to you, _If Shadow jumps, it probably means he's 
take the opportunity to strike as quicklyas about to launch a homing attack. Jump up 


y possible. Just be careful not to bounce off — to meet him, and he'll bounce harmlessly 
NX the platform. off of you. 

N Small = im |e Raccoon 

»” Animals Found east 18% O7:08: 
di in Thi | iy 2 


After landing from the first After landing from the first jump plate, you're presented Look near the first Chao 
jump plate, look behind with a tunnel straight ahead and some platforms to your Box in the aforementioned 
the moss-covered log to left. Head through the tunnel, and eventually you'll cranny. 
your immediate right. encounter a Rhino Spike patrolling a shallow pool of 

water that's flowing into a small cranny on the right. 

Somersault under that cranny to find the first Chao Box. 


After the first point marker, After running through a loop 
you'll swing from a short more vines, look around and launching from a jump 
vine onto a high path. Drop the fern to the right of plate, you drop down a hole 
down to the lower path where you land. into a multi-tiered room. It 
below, and whistle near the appears before the first set 
pipe on its left-hand wall. of dash panels in this room. 


When you come out of the 
tunnel where you found 
the first Chao Box, look 
near the big red flower to 
the right of the following 
jump plate. 


[A [15000 | pts. | | 


| Al eS 2: 30 | |A Pa ‘under 1 :30 : 

|B [13000 pts. | Bl “under 3:00 | | Bl under 2 2:00 | 
[C [12000 pts.| [C| | under 3:30 | [CT] under 2:30 ] 

ID _9000 pis. | I D| |_under 4: :00 | [D| | under 3:00 | 


Take the first set of dash 
panels in this large room, 
and whistle near the bush 
in the far right-hand cor- 

ner of the second level. 


Following the second point 
marker, you'll swing from a 
long vine that drops you 
onto a platform with a par- 
tially hollowed-out tree. 
Look in the far left corner. 


Bounce from the spring 
near where you found ani- 
mal #12, and then from 
another spring, onto a small 
platform with a third spring 
and the final Chao Box. 


Look on top of the huge 
moss-covered log just to 
the left of the second set 
of dash panels in this 
large room. 


From the far edge of the 


hollowed-out tree platform, 
drop to a small platform 
below. The second Chao 
Box is on this small plat- 
form, right next to a spring. 


Rabbit 


Bounce from the spring 
next to Chao Box #3, and 
you land on a platform 
with yet another spring 
and a pipe to its right. 
Whistle near the pipe. 


After using the second set of 
dash panels and bouncing 
from a spring, you land on 
the top level of this room. 
Look behind the moss- 
covered log to the far right. 


Whistle at the bush on 


the small platform where 
you found the second 
Chao Box. 


Look behind the moss- 
covered log just before 
the fourth point marker. 


fl You have eight minutes to clear this stage, which 

ly gives you ample time to explore its many nooks and 

i crannies. Be careful of the stretch just before the 

i goal, because sections of the ground collapse 
beneath you. Quickly jump from one section to anoth- 
| er. If you miss the last section, be sure to hit the 
spring before falling to your doom. 


| [Al [12000 ps. 


. 9000 pts. | | 4 
| 8000 pts. | ]. y 


ret ‘9000 ee 


|D| _7000 pis. | |¢ S| 


gaa Imbues Sonic 
| with the light 
W attack. Hold 
down the B 
=1 Button as if 
| a spin dash, and 
release it when Sonic stands 
p. Every enemy in sight will 
be defeated at light speed. 
Walk toward the camera to the edge of the third level in 
the large, multi-tiered room, and you should see an 
enemy floating. Do a homing attack on him, then imme- 
diately do another on the item box behind him, and then 
one on the item box on top of the platform. You'll see the 
Ancient Light right next to you. 


Following the third point 
marker is a 360-degree 
loop that leads to a spring 
and a 10-ring item box. 
Whistle near the bush to 
the right of this spring. 


Look behind the moss- 
covered log at the begin- 
ning of the path that leads 
to the third point marker. 


There's a series of arches 
that precedes the fifth 
point marker. Look to the 
left between the third and 
fourth arch. 


When you get to the col- 
lapsing ground, make your 
way to the farthest segment 
on the left. When it stops 
falling, look on the small 
platform in front of you. 


| st MISSION: ESCAPE FROM THE ISLAND IN N8 MINUTES _ 


» A Qn MISSION: CoLLecr 1 00 RINGS 


7  & There are 
& | plenty of 
rings in 
| this stage, 
> @ but there 
Y i areacou- 
i ple of 
Strategies 
lm for quickly Cao 
>» & collecting 


‘Light Das 


7 @ 100. After coming out of the first half-pipe, After swinging off the first vine, drop to Finally, on the second level of the large, 
y instead of going straight ahead toward the lower level, where there are more multi-tiered room, face the screen and 
? | | the enemies, take the spring to the left to _ rings than there are up top. walk toward the edge to find two item 
by find a long row of rings to light dash boxes containing a total of 30 rings. At 
| across. this point, you should have 100 rings. 
; df pa BAe s base 2 sik 2 HOES Ti eR ne 6 Ea ee el 
y | 3R0 ical FIND THE Biles: ane re MISSION: 
» & (BOUNCE BRACELET AND Mystic MELODY REQUIRED) ® REACH THE GOAL 
» © io MJ At the very beginning of the path that & : 
, i leads to the third point marker, look i WITHIN 4:00 
y | down and to the left to see a hidden lm Successful completion of this mis- 
platform with an ancient shrine. Play the  {@ sion is shockingly easy. Just stay on 
Mystic Melody at this shrine to make lm the main path and don't lollygag. 
» & three platforms appear. Because they're 
> | so high, you have to use your bounce | 
y | attack to reach the last two. | 
| | 
» FF From the last one, E 
” & jump forward and et 
y iG homing attack the two fi 
a enemies to land on | 
=~ (3 the platform where | 
> CG oF ) the Chao is. 
| 
7 1 | 
Le on eS a a 
» | 5TH MISSION CLEAR Hho MooE 
»s As usual, 
y | more ene- 
mies have 
been 
Ga added to 
‘NX | the Hard 
y mode ver- 
Fo sion of this 
i level. This 
X Fy stage also 2 
N | has a couple of other new twists that make First, the half-pipes have now been lined _—‘ The other change is that the land just 
> BF things more difficult. with spiked balls. Be very careful not to before the goal now sinks much faster. 
,” @ run into them; doing so could knock you — Use your bounce attack quickly to make 
y into the water. your way up. 


“4 


Small 4» level-Up Item: Shove! 
Animals Found : ey “Ee ot 
in This Stage: aL ' : 
Per 
run +40 


/ wi ! 
Cheetah | power +8 


Knuckles’ most 
important upgrade, the 


swim +8 Shovel Claw, is straight 
fly +40 ahead across the narrow 
run+8 beam at the beginning 
power +8 of the stage. 


run +32 
power +16 


swim +8 
fly +8 
run +32 


oer ay ; mes ij 


Ske’ og power +16 . ; or 2 : 
= After grabbing the Level-Up Item, turn around and head Jump onto Pumpkin Mountain from the platform where 
ry) = toward Pumpkin Mountain. On the platform just in front you found the Cheetah, and climb up and slightly to the 
7 swim +32} | oF it, you'll see a rocket, an Omochao, and some pump- left. The first Chao Box is on a ledge with two trees anda 
ty a kins. Pick up the small pumpkin. scarecrow, 
ru 


Half- : ish} power +24 


"2s 4 = 
Climb to the left of where Climb up to the first Look near the wooden Glide over to Church 
you found the first Chao of three levels at the crates on the second level Mountain and land on the 
Box, and look next to the summit of Pumpkin of the summit atop ledge with the train 
pumpkin on the ledge just Mountain. Pick up the Pumpkin Mountain. tracks, about halfway up. 
above the train tracks. small pumpkin behind Whistle next to the pipe 
the solo scarecrow. on said ledge. 


Z| Skeleton Dog 
Way, | 


: There) 
Make your way to Ghost 
Train Mountain, and 
look around the spiked 
balls near the circular 
train tracks on the 
bottom ledge. 


Climb to the summit of 
Church Mountain and look 
around the tombstones in 
the center. 


Climb along the mountain to the right of the train tracks, 
and you'll see a platform with a missile on it. Launch the 
missile to break open the cage on the platform ahead. 


| fe orn 


FT Mission 1 B87 Mission 2 feu.” Mission 3 Be Mission 4 fa” 

|A|12000 pts.| | A] under 3:00 | | A| under 1:00 |A|13000 pts. = A| 16000 pts. 
B|10000 pts.| |B | under 3:30 B| under 1:30 B | 11000 pts. in B | 14000 pts. 
C} 8000 pts.| | Cj} under 4:00 C} under 2:00 C| 9000 pts.|& C {12000 pts. 
D} 6000 pts.| |D/| under 5:00 D | under 3:00 D} 7000 pts.|©} |D|10000 pts. 


oom wy 


Go to the center of Ghost Train Mountain, where the 
turntable is. From there, climb the section of the moun- 
tain closest to Church Mountain (you'll be able to see it 
in the background). Break the hut on the first ledge to 
the left, and pick up the revealed skull. 


Climb up to the summit of Ghost Train Mountain, and 
you see a Series of balloons. Glide across them to reach 
a tall column with a stone jack-o-lantern on top. Climb 
down around the back of the column, and you see a 
ledge where the second Chao Box is. 


1ST MISSION: FIND 
3 PIECES OF THE 


MASTER EMERALD 
iostes OO 


As always, the Master Emerald 
pieces are randomly placed, but 
now they can be hidden under- 
ground or behind walls. 


gg Skeleton Dog 


2ND MISSION: 
Co.Lect 100 RINGS 


This mission can be a bit diffi- 


i (8)] Skeleton Doc 
re 


Keep working your way left around Ghost Train 
Mountain, and start to climb down. You come to a ledge 
below with two wooden crates and a tree. Break open 
the crates. 


second Chao Box toward the center of the stage between 
all three mountains. You see a platform about halfway 
up, almost directly in the center, atop which is the final 
Chao Box. 


30 MISSION: FIND 
THE Lost CHAO 


Simply play the Mystic Melod 


y. 


Therefore, you want to pick up 
the Shovel Claw upgrade (see 
above) before doing anything 
else. After that, keep your eyes 
peeled and pay close attention 
to that radar. 


cult, but if you make a beeline 
for the balloons (each contains 
5-20 rings) and any item boxes 
containing rings, you can col- 
lect 100 in under three minutes. 


at the shrine atop Pumpkin 
Mountain and glide across the 
platforms that appear. You'll 
find the little guy waiting for 
you in a pumpkin patch. 


4TH MISSION: 
COLLECT THE 
EMERALD PIECES 


IN 3:00 


This mission can be extremely 
difficult. You'll probably need to 
practice and learn the layout of 
Pumpkin Hill. Consult every 
computer for hints on where to 
find the pieces. The bonus 
points you receive for coming in 
a few sec- cP 
onds under 
the time limit 
far outweigh 
the penalties 
for using the 
computers. 


manne! 
ond skulleffom thestop 
th from the bottom, © 


Small | 
Animals Found 


in This Stage: 


run +32 


od power +16 
A = 


)) swim +8 
- fly +8 
run +4 run+16 : 
+ + 
pews ° SI cep Bower 18 Whistle near the red Walk down the street a bi Turn the corner, and whis- 
7 7 of 2 newspaper stand to the until you come to the first tle near the lamppost on 
swim +0 aby oie +12. | cight of the starting point. | | corner. Once there, look the right-hand side of the 
fly +8 [eet fly+32 around the "No Parking” road just before you enter 
run +40 ra run+4 sign on the left-hand side the first tunnel. 


PhOenix | power +16 


51H MISSION: CLEAR HARD MODE 


Glide to Ghost Train Mountain and 
make your way to the turntable. 
From there, climb straight down the 
side of the mountain in the direction 
the back end of the train is facing. 
When you come to the chimney 
pipe, manipulate the camera with 
the R Button. You should see the 
Emerald piece floating above a 
mechanism swinging spiked balls. 
Glide over and grab it. 


The next piece is near the bottom of 
Pumpkin Mountain. On the side facing 
away from the center of the stage, 
there's a platform where you find two 
skulls breathing fire. The Emerald is in 
the wall at the point where their flames 
q7 meet. Simply wait for them to stop, and 
-A dig in. 


For the last piece, head to Church 

7 Mountain. Climb up toward the tip of 

the steeple and try to balance on top of 
it by just barely tapping the Control 

Stick. At the top, put on your 

Sunglasses. A spring appears beneath 

m4 your feet, launching you into the air. At 
4 the height of your launch, glide straight 

forward to grab the Emerald. 


of the road. 


| A/25000 pts.| | A! under 3:30 A| under 3:20 | | A|22000 pts. = | A/30000 pts. 
B |}22000 pts.| B) under 4:00 B > under 3:40 B | 20000 pts. We B | 26000 pts 
C 17000 pts. C | under 4:30 C | under 4:00 C | 18000 pts. t5 C |}22000 pts 
D | 13000 pts.| |D) under 5:00 D | under 5:00 D |} 15000 pts.|©) |D | 18000 pts. 


Walk down the tunnel a 
ways, and you'll see a 


wooden crate resting atop 


two metal boxes. Destroy 
the crate and jump onto 
the metal boxes. 


Return to the giant falling 
weight and whistle near 
the pipe beneath it. Don't 
try this until just after the 
weight begins its ascent, 
or you'll get flattened. 


7 


After passing the first point marker and avoiding some 
bombs, you come to a bunch of metal cages blocking the 
road. Use the missile behind you to get by, and then 
break the yellow bins to the left just ahead. 


Continue forward, and 


you'll come to a giant sus- 


pended weight with three 
metallic pillars to the 

right. Break the iron con- 
tainer atop these pillars. 


As you exit the tunnel, the road ahead of you starts to 
crumble. Drop down to the road below, and walk forward 
until you see a barricade on your left. Jump over the bar- 
ricade to obtain the Booster. 


Jump on top of the giant falling weight again, and this 
time proceed forward after it lifts you up. Before climb- 
ing the elevators ahead, walk into the little nook to their 
left and break the wooden crates. The second Chao Box 
is hidden behind them. 


Go straight until you reach 
an elevated section of the 
road. Destroy the wooden 
crates to the right of this 
section, and whistle near 
the revealed pipe. 


metallic pillar on your right by locking onto the attached 
dynamite packs. Jump onto the bottom half of the now- 
broken pillar. 


Use your new hovering ability to cross the gap ahead, 
and then jump onto the giant falling weight on the other 
side. As it lifts you to the top, turn and hover toward the 
screen. You land right next to the first Chao Box. 


sara 


Smash all of the wooden 
crates to the left of where 
you found the second 
Chao Box. 


Appears on the left-hand 
side of the screen as soon 
as you Set foot on the fifth 
elevator. 


After hovering across from the elevated section of the 
road mentioned previously, break the wooden crates on 
the left-hand side of the road you land on to find the 


third Chao Box. 


Before passing through 
the second point marker, 


break open the cage to its 
right. The missile to do so 


is hidden behind the iron 
containers to its left. 


Look along the right-hand 
side of the road just after 


the second point marker. 


Hover across the crum- 


bling road after grabbing 
the previous gorilla, and 
whistle near the pipe to 

the right of where you 


After emerging from 
another tunnel and 
entering the city again, 
whistle near the first tree 
on your right. 


On the final stretch of 
road just before the 
goal ring, look on top of 
the yellow shades to 
your right. 


touch down. 


2ND MISSION: 
CoLLect 100 RINGS 


The best philosophy for 
successfully completing this 
mission is to take your time. 
If you're hit even once, it 
becomes almost impossible to 
collect 100 rings. Also, before 
walking under the giant sus- 
pended weight, break the 
wooden crate on the right and 
hit the switch to prevent the 
weight from falling on you. 


In addition to causing massive 
destruction to the city, Tails will 
find the Booster item in this stage 
(see above). Practice using it on 
safe ground, because you'll need it 
later to cross large gaps. Also, 
whenever you hear jets approach- 
ing, stay along the side of the road 
to avoid being hit by their bombs. 


When walking beneath the 
bridges towards the end of 
the stage, the camera view 
(ey shifts to show that they're 

F | about to collapse on top of 
you. Try not to become dis- 
oriented, and keep moving to 
avoid taking damage. 


3D MISSION: FIND THE Lost CHAO 


As you approach the second point marker, turn back toward the screen, and drop down. Hover to descend 

slowly, and you'll see a ledge below with an ancient shrine on it. Playing the Mystic Melody atop this shrine 

causes a blue swirl to manneel it transports you to a row of floating elevators. Jump and hover across them 
: gaagm to find Mission Street's lost Chao. 


ATH MISSION: REACH THE GOAL WITHIN 3:00 


The key to this mission is to move constantly. If you've picked up 
the Laser Blaster upgrade (and you should have by now), just lay into 
the B Button as fast as you can throughout the stage to destroy any 
obstacles in your path without slowing down. 

Hover across the first crumbling road to save precious seconds. 
Land on the left-hand side to avoid being hit by the falling bombs. 


51H MISSION: CLEAR HARD MODE 


There are a few more changes to this stage's Hard mode than you're accustomed to. Extra enemies have 
been added as usual, but there are also a few tricky structural differences. 


First, the jets may blow out the road ahead There's also a new mechanism swinging The final point of caution is to jump onto this 
before you have a chance to cross, so knock spiked balls in the middle of this gap. Destroy fallen beam and wait to hover toward the mov- 
over the metal pillar to your right and hover the enemy behind it before hovering over. ing platform until it's tipped down to the left. 


across from the top of it. 


Small swim +40 
Animals Found run +0 
in This Stage: Seal __| power +8 
uf 7 a 
g) swim +20 a swim +8 
Ae fly +60 fly +12 
run +16 i 
ower +16 ower +12 2 8 
Condor |p E Climb up the large central Whistle next to the pipe The first Chao Box is hid- 
. 36 = structure straight ahead, near the ancient shrine den behind the stack of 
SIEGE swim +20} | and take the pulley to the | | and the two wooden lumber in the far right- 
fly +12 fly +4 top floor. Once there, crates on the top floor. hand corner.of the top 
a ff run +8 run +8 look on top of the torch floor (relative to where 
Penguin power +32] | behind you. you entered). 


|A]14000 pis. 
B | 11000 pts. 
C | 10000 pts. 
D| 9000 pts. 


Play the Mystic Melody 
near the aforementioned 
ancient shrine. Go through 
the shaft that opens, and 
pick up the bucket behind 
the overturned mine carts, 


This appears in the north- 
west corner of the main 
room on the third floor. A 
thousand points come in 
mighty handy if you're try- 
ing to score an A. 


A couple of steps past the 
second Chao Box, there's 
a horizontal dead end, 
Climb up it and look near 
the entrance of the tunnel 
to your left. 


The water in ieee Mine can be raised 
and lowered to three different levels: one is 
the highest and three the lowest. Switches 
one and two are in the alcove behind you 
when you Start the level. To get to switch 
three, take the pulley straight ahead to the 


top floor. 


|A| under 1:50 
B | under 2:30 
C} under 3:00 
D | under 4:00 


[A] under 1:00 | [A|14000 pts. |= 
B | under 1:30 B/12000 pts. | = 
C} under 2:30 C/10000 pts. : 
D | under 4:00 D} 8000 pts. |© 


lower the water level to three 
by hitting the marked switch. 
Once that's done, drop down to 
the main room below and dive 
into the mineshaft in the north- 
west corner (all directions are 


a relative to the starting point). 


Drop down to the second 
floor and look in the 
southwest corner next to 
the spring. 


You must navigate the tunnels 
quickly to avoid running out of 
air. When you come out of the 
last tunnel (tap A to quickly 
swim to the surface), the Air 
Necklace is waiting for you. 


Drop down to the bottom 
floor and look along the 
middle of the eastern wall. 


Jump back onto the wall above the dead end, and climb 
a couple of more steps until you come to a tunnel on 
your right. Break the first overturned mine cart in the 
tunnel, and whistle near the revealed pipe. 


Climb around the tops of 
the walls in the small cir- 
cular room where you 
found the Air Necklace. 


Enter the mineshaft in the 
southern wall of the bot- 
tom floor and whistle near 
the pipe just inside, 


A|15000 pts. 
B | 13000 pts. 
C / 10000 pts. 
D/ 9000 pts. 


Head back to the main 
room, climb to the third 
floor, and look in the cor- 
ner to the left of where 
you started. 


The second Chao Box is in 
the same mineshaft, just 
around the corner from 
where you found the pre- 
vious skunk. 


Keep going down the same tunnel, and you'll emerge 
from the western wall on the second floor of the main 
room. Climb up to the third floor and drop down the 
mineshaft in the southeast corner. You'll come to a small 
room, and the final Chao Box is atop the rafter in the far 
right-hand corner from where you entered. 


2ND MISSION: COLLECT 100 
RINGS 


The fastest way to do this is to first collect the 
rings around you, and then take the pulley up to 
the top floor. Grab the item box containing 10 
rings, and hit switch three. Drop down and work 
your way through the shaft in the southeast corner 
of the main room. When you reach the small room 
where the third Chao Box was, look behind the 
support beam in the far right-hand corner to find 
an item box containing 20 rings. Climb out and go 
down the shaft in the northwest corner of the main 
saq room, where you 
found the Air 
Necklace. Those 
tunnels have 
enough rings to 
bring you to 100. 


3RD MISSION: FIND THE LOST 
CHAO 


With the water 
level at one, go to 
the top floor and 
play the Mystic 
Melody on the 
ancient shrine. 
Go through the 
shaft that opens, 
and dive into the 
water. 


Find the vertical row 
of rings in the small 
room and follow it up 
through a tunnel. 
Swim to the pulley, 
take it up, and you'll 
see the lost Chao. 


ATH MISSION: 57H MISSION: CLEAR HARD MODE 
GET THE EMERALD 
PIECES IN 3:30 


As always, keep a close eye on 
your radar and consult the com- 
puters for tips if you get stuck. 
Be sure to explore the mine- 
shafts, which frequently house 
at least one Emerald piece. 


Head for the large wheel in the 
northeast corner of the main room. 
Stand on the edge of its southern 
plank and put on your Sunglasses. A 
spring appears beneath your feet, 
launching you into the second piece. 

With the water at level one, dive into 
the mineshaft along the western wall 
on the second floor and navigate the 
tunnels. There's only one route, so 
keep going until you find the Emerald 
at the dead end. Be careful of that final 
descent, though, because it's littered 
with spiked balls. 


if 
Wia7 ih 0 


Pal 


The final piece is near where 
the lost Chao was, but instead 
of taking the pulley, look 
behind the spiked ball nearby. 


rd This racing stage is a nice little diversion that marks the halfway point for 
~ | the Hero story. The basic strategy is to avoid hitting walls and cars (of 

| course) while collecting as many rings as possible. Every time you nab 
gq 20 rings, you're rewarded with a speed boost (activated by pressing the 
4 Y Button). Also, you can power slide 
around some of the tighter turns by let- PP """Narey Vem = 
ting up on the accelerator, beginning the f 
4 turn, and then accelerating again. This 
} can help you achieve a much better time. 


There's no upgrade in this stage, but successful completion of the first 
mission opens the single-player Kart Race. Access it via the single-player 
menu on the title screen. Select a. duyer. 


= 


TA under 2:45 A| under 1:30 
B} under 2:55 B | under 2:00 
C)} under 3:15 C) under 2:30 
D} under 3:30 D} under 3:00 

2ND MISSION: COLLECT 


100 RINGS 


Follow the same strategy as above, and 
be sure to hit all of the balloons. Each 
one randomly contains between 10 and 
40 rings. Avoid any catastrophic mis- 
takes, and you'll complete this mission in 


no time. 


30 MISSION: DON’T 
Hit OTHER CARS 


This may sound easy, but if 
you're not careful it can be 
extremely frustrating. Just take 
your time and don't be afraid to 
hit the brakes, even if you're try- 
ing to score an A. Three minutes 
is plenty of time. 


41H MISSION: 
DON’T HIT THE 
WALLS 


Everything from the above mis- 
sion applies here. Additionally, 
don't try to power slide. Take 
the turns slowly, and only use 
the speed boost on straight- 
aways. Again, three minutes is 
plenty of time. 


IME o@ 1 ies 


under 3:00 
under 3:10 
under 3:20 
under 3:30 


IME aduecem 
@ Se 2 


Erp 


043 


under 3:00 A} under 2:50 
under 3:10 B under 3:00 
under 3:20 C} under 3:10 
under 3:30 D | under 3:20 


LAP oo:4ee8 
LAP aeieeia 


it, 
> 


51H MISSION: CLEAR HARD MODE 


TIME o1o4a30 


The bad news is that there are a 
lot more cars on the road, and 
they seem intent on cutting you off 
at every opportunity. The good 
news is that you can run into walls 
again, so power Slide early and 
often. In fact, try to maintain a per- 
petual power slide. For some 
bizarre reason, doing so helps you 
maintain a higher top speed. 


CAP oci4eio3 


Small 
Animals Found 


in This Stage: 
yo \ 
swim +8 |\ es 
fly+12)\ ARNE 
ele l a 2 GT lo? wit Ns mc 2, 


power +12/4 - : : 

As you walk out onto the first platform, you see a fallen 
red pillar to your right with an iron container on top. 
Hover over to the pillar and break the container. 


Look directly to the right 
of the starting point. The 

wall may be blocking 
your view, but the 


run +20 


skunk is there. 
power +36 
swim +36 
fly +12 
run+8 
swim +44 
old +6 a g = a Tope A a 
Lower the platform ahead by locking onto and destroying | } After progressing forward In the same hallway 
TS the attached dynamite packs. Hover onto it, and then, as a bit, you come to a hall- lined with vases and 
Swim you enter the next room, destroy the vases to the right. way lined with vases and doors, smash through 
fly +8 doors. Break down the the only breakable door 
run +32 first door on your left. on the right. 
power +16 


old Beetle 
7 


s 


Turn back toward the door 
the camera was facing, 
and before proceeding 
through, whistle near the 
pipe to its right. 


As you exit the hallway and enter the next room, the 
camera will shift to face the door on your left. Turn 
toward the screen and break down the door on your 
right. The first Chao Box is hidden behind the block on 
the other side, so demolish that, too. 


Immediately after passing through the first point marker, 
drop down onto the fallen red pillar to the left. The Gold 
Beetle appears as you grab onto a pulley at the end of 
the pillar. 


The next pulley takes you to a room surrounded by 
Kikis. After disposing of them, lower the nearby plat- 
form and use it to reach the narrow ledge on your right. 
Walk down the ledge and whistle near the pipe at the 
opposite end. 


Proceed forward a bit, and 
you come to a series of along the pillars to the left, you need to lower three plat- 
red pillars. Hover onto the forms in fairly quick succession. After lowering the third 
one on the far right. one, break the vases behind it to the right. 


A|14000 pts. 
B | 12000 pts. 
C |} 11000 pts. 
D | 10000 pts. 


Be 
Drop from the ledge to the 
red pillar just below, and 
then hover to the other 
narrow ledge just ahead. 


A} under 3:15 | | A} under 2:50 
B | under 3:30 B | under 3:15 
C | under 4:00 C | under 4:00 
D | under 4:30 D | under 4:30 


Now carefully drop down toward the screen and land on 
the path below. The room ahead is blocked off by four 
iron containers. Destroy the containers, and then walk 
inside to grab the Mystic Melody. 


12000 pts. 
B | 11000 pts. 
C | 10000 pts. 
D} 8000 pts. 


¢ = LINIT 


oe 


Play your newly obtained 
Mystic Melody to exit the 
room where you found it, 
and you'll see the second 


| A/13000 pts. 
B 11000 pts. 
C;} 9000 pts. 
D} 8000 pts. 


After the second point 
marker, you'll take two 
pulleys to get to this hall. 
Whistle near the pipe 


Walk down it to the left, 
and whistle near the pipe. 


When you come to the point with a door on the right and 
a block on the left, break down the door. Take a few 
steps forward, and then break down another door block- 
ing your path and the block behind it. Walk around the 
red pillar straight ahead, destroy the door behind it, and 
look in the nook to your right. 


1ST MISSION: 
FIND THE ENTRANCE 
INTO THE HIDDEN BASE 


Now that you've had a 
your little Kart Racing fe 
break, prepare for 
one of the game's 
longest stages. 
There's not anything 
new to learn here, but 
be extremely cau- 
tious. If you fall into 
the quicksand, you 
lose a life, and point 
markers are few and 
far between. Also, be 
constantly locking on 
and destroying every- 
thing in sight for max- & 
imum points. 


Chao Box on the path 
straight ahead. 


|_| Sea Otter _| 


a 


along its right-hand wall. 


Es" 4 | 


Now go through that door 
and look in the alcove to 
the left just before the 
third point marker. 


Walk out of that nook via 
the doorway you entered 
through, and turn right. 
You'll come to another 
door with a pipe to its left. 
Whistle near the pipe. 


After progressing through 
the level a ways, you 
come to a stack of three 
explosive canisters. Break 
the vase on their right. 


2ND MISSION: 
Co.tLecTt 100 RINGS 


This mission can be 
quite difficult, particu- 
larly if you're trying to 
score an A. Move as 
quickly as you can, but 
be careful not to run 
into any swooping ene- 
mies. The one on the 
path leading to the first 
point marker can be especially tricky. Lock onto 
him and move left to 
dodge his fire. Stay 
along the main path, but 
be sure to grab the item 
boxes in the alcove to 
the right just before the 
third point marker. 


38D MISSION: FIND THE Lost CHAO 


This ancient shrine is along the main path after the third point marker, and 
is almost impossible to miss. Playing the Mystic Melody near it opens the 
adjacent door. Walk in and hover to one of the platforms below, locking onto 
enemies as you go. Walk through the doorway down here, and hover over to 


the pulley. It pulls you up in front of a high platform where our tiny blue 
friend is waiting. 


4TH MISSION: 57H MISSION: CLEAR HARD 
REACH THE GOAL WITHIN 3:30 | MODE 

Completing this mission can be fairly difficult, but The most difficult aspect of this mission is the 
there are a couple of simple shortcuts that can increase in enemies swooping down from above. 
shave substantial seconds off your time. They also fire much more rapidly than before. 


As for structural changes, 
there are no longer pul- 
leys up here on the ledges 
to either side. They've 
been replaced by this sin- 
gle pulley hanging from 
the middle of the room. 
Additionally, these plat- 
forms now rotate, poten- 
tially dumping you into the 
quicksand. Wait for them to 
™ complete a rotation, then 

3 jump onto and off of them 

# as quickly as possible. 


First, when you're on this Second, hover ea to your 
ledge, leap and hover over the right from this point to land ona 
door ahead. shorter, more direct route. 
Keep moving throughout the stage, and don't stop 
to destroy enemies or pick up rings. Also, try to 
lower platforms as you're hovering toward them. 


HERO STORY 


Small 
Animals Found 
in This Stage: 


es go +12 


After taking the first pul- 
ley in the stage, look 
behind the fire hearth 
straight ahead. 


Rather than swing from 
the poles just ahead of 
that hearth, drop down to 
the floor below to find the 
first Chao Box. 


After grabbing the Chao 
Key, hit the nearby hour- 
glass and jump up the plat- 
forms that slide out. Once 
back onto the main path 
above, look to the right. 


Pyramip Cave Mission RANKINGS: 


a 


(eek to the left just after 


emerging from the next 


short, enclosed hallway. 
You may have to manipu- 
late the camera to spot it. 


Now drop onto the ice 
to the left of the Bounce 
Bracelet, and break the 


wooden crates there. 
Whistle near the 
revealed pipe. 


Now turn back toward the 
screen, and drop down to 
the floor beneath the rail. 


Break the left wooden 


crate tucked between the 
metal boxes in the center. 


Still heading for the key, 


look in the right-hand 
corner as soon as you 


drop to the lowest level. 


iE ee ee 


This level-up item is on the 


main path and is almost 


impossible to miss. It allows 


Sonic to bounce higher, 
which he must do to get 
over the wall just ahead. 


When you come to the 
next hourglass, look in 
the alcove to the left 
and whistle next to the 
pipe there. 


Keep walking toward the screen and drop down anoth- 


(C[ wnder 4:15 
[D | under 4:30 | 


Press the B Button while 
in mid-jump to use the 
bounce attack. Press the 
B Button again to bounce 
higher. 


Now look in the alcove to 
the right of that same 
hourglass, and whistle 
next to the pipe there. 


er level, where four spiked balls are swinging. Look 
along the edge of this level on the right-hand side of 


the screen. 


of where you found the 


previous sheep, and look 
in the right-hand corner as 
soon as you cross the roof 


and drop back down. 


Take the pulley just ahead 


Cc | 9000 nts. 
Role 8000 pts. 


Play the Mystic Melody at the ancient shrine next to the 
third point marker. Light dash across the row of rings 


But before you do, drop 
down onto the ledge to the 
right of the Bounce 
Bracelet and whistle near 
the pipe. 


Chao Box#2 


The second Chao Box is in 
the same alcove as the 
previous small animals, 
right next to the pipe and 
behind a metal box. 


Now turn back around and 
until you come to a locked 


Cc |1 10000 + nts. 
'D| 9000 pts. 


On the same ledge, area 
the wooden crate atop 
the metal box, and then 
break the adjacent iron 
container to make the 
cage drop. 


After passing through the 
second point marker, you 
can grind across a long 
rail. Pick up the tiny pyra- 
mid to the right at the end 
of the rail. 


progress through the stage 
door. You'll need to go right to 


fetch the key, so on your way, look on top of the first 


white ledge to the left. 


that appears, and you'll catch a pulley that lifts you to a 
platform with another ancient shrine. Jump from this 
platform over to the roof on your right, and look around 


the fire hearth there. 


Jump from the roof where 
you found the previous 
condor to the next roof 
ahead, and then to another 
roof. Look around the fire 
hearth atop this third roof. 


~ Chao Box#3 | Condor | @ Gold Beetle 


This part is a bit tricky. 
Jump back to the first roof 


(where you found the con- 
7 dor), and do a homing 

attack to reach that pulley 

again. Now play the Mystic 

Melody near the shrine atop 
ee the platform, and another EOE 
row of rings will appear. Light dash across them, and Take the pulley next to the 
hold up on the Control Stick to land ona rail. At the end third Chao Box up to the 


of the rail, you land on a platform containing the final platform on the left. Look 
Chao Box. near the switch at the end 


of this platform. 


After returning to the main path and launching from 
some jump plates, you'll come to an E-1000 in front of 
three springs. The Gold Beetle appears above the ledge 
to your left. 


Instead of grinding the Look in the far left-hand 
next rail, drop to the floor corner on the same floor, 
below, and pick up the across from the hourglass. 
tiny pyramid in the near 
right-hand corner. 


2ND MISSION: 
CoLLect 100 RINGS 


The fastest way to collect 100 
rings in this level is to light dash 
whenever possible, and to make 
two important stops. 


157 MISSION: 
INFILTRATE EGGMAN’S HIDDEN BASE 


There are numerous hourglasses 
strewn about this level. When flipped, 
they open certain doors for a limited 
amount of time. It takes all of Sonic's 
abilities to get past the doors in time. 
Also, beware of the ghosts. They try to 
grab Sonic and hold him still for other 
enemies to attack. 


After fetching the second gate key 
and opening the corresponding door, 
you enter a tunnel with an hourglass 
at the beginning. Flip the hourglass 
and run down the tunnel as quickly 

4 as possible before the door closes. If 
you're too slow, you have to drop 
down the hole and try again. 


Instead of swinging from the first pole, drop 
and grab 20 rings from the item boxes below. 


Soon after passing the section 
with a short rail above some 
spiked balls, you come to a steep 
ramp with an hourglass at the bot- 
tom and a door at the top. To 
make it through the door, spin 
dash up the ramp as soon as you 
flip the hourglass. 


In the alcove to the left of where you found the 
second Chao Box, collect 10 rings from the item 
box and then smash the crate for 20 more. 


3D MISSION: FIND THE Lost CHAO 


] Play the Mystic Melody at the sec- 
ond ancient shrine along the main 
path to make a spring appear to 
your right. Bounce up and run 
down the path until you come to 
an hourglass. Flip it, then doa 
bounce attack up to the pole 

Ba above. Quickly swing from pole to 
pole to get across the gap before 
| the door closes. Behind the door, 
J you'll find the lost Chao. 


5TH MISSION: CLEAR HARD MODE 


VV VV VV Vv NSN 


Small 
Animals Found runes 
in This Stage: power +40 
” ar ae | 


swim +8 


i fly +12 

run +20 run+16 : 

ower +36 12 ; 
p Skunk tabs Flip the hourglass just ahead 


of the starting point, and 
walk through the door that 


4TH MISSION: 
REACH THE GOAL 
WITHIN 4:00 


There are no shortcuts here, so 
you need to pretty much master 
this level to come in under four 
minutes. Grind every rail, swing 


from every 
pole, and 
light dash 
whenever 
possible. 


There are a couple of changes in Hard mode that make it substantially more difficult than usual. 


f se ae Z a 
First, the hourglass here has moved to the More significantly, the placement of items on your way to fetch the second gate key has changed 
right, and the spring on the platform above is entirely. The hourglass that opens this door is now atop a white ledge, so you must drop the key in 
gone. Therefore, you must do a bounce attack front of the door, go back to flip the hourglass, then pick up the key again before running through. 
to reach the tunnel. To reach the higher levels beyond that, hop onto the nearest crate and throw the key ahead of you. 


Level-Up Item: Hammer Gloves 


Proceed into the next red 
hallway, and climb up onto 
the ledge above the 


opens. Break the wooden crates to the right in the adja- entrance. Whistle near the 
cent hallway, and you'll find the Hammer Gloves. pipe in the corner up here. 


Bu r=! 4 

|A/12000 pis. under 2:30 | {A} under 2:00 | |A 12000 pis.|=| |A|12000 pts. 
B |10000 pts. under 3:00 B| under 2:30 B } 10000 pts. | = B /11000 pts. 
C} 8000 pts. under 3:30 C | under 3:00 C} 8000 pts. = C /10000 pts. 
D/ 6000 pts. under 4:30 D | under 4:00 D} 6000 pts.|©} |D} 8000 pts. 
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Ve 
In the same red hallway, 
pick up the yellow mask to 
the right on the middle 
level. 


Proceed to the Pyramid 
Core and drop straight 
down from the red door. 
The first Chao Box is on 
the ground below. 


Go back into the main room of the green section, and 
head through the opposite door. You eventually come to 
a dead end where the second Chao Box is waiting. 


Break the iron containers blocking entry to the blue sec- 
tion in the Pyramid Core, and dig through the picture on 
the other side. You'll enter a blue hallway with a door on 
the opposite end. Climb onto the ledge just above that 
door, and whistle near the pipe in the left-hand corner. 


Return to the main room of the blue section, and then 
head through the opposite doorway that eventually leads 
to the red section. After passing through a non-eventful 
room, you come to.another with two E-1000s. Jump onto 
the ledge on your left as you enter, and whistle near the 
scarab on the wall. 


Head left and make your way to the main room in the 
green section. From there, enter the door that eventually 
leads to the red section, and you'll see a scarab on the 
wall just behind it to the left. Whistle near the scarab. 


You'll see two gorillas 
running around in the 
same small room where 
you found the second 
Chao Box. 


Head back to the Pyramid 
Core, and look around the 
circular ledge surrounding 
the large machine in the 
center. You may have to 
run completely around it. 


Continue straight until you get to the main room of the 
blue section, and then head through the door on the left. 
Dig through the painting behind that door, and you land 
in a room containing the final Chao Box. 


eR Rabbit 


bbit 
ro; [7 Flea 


Continue toward the red section until you reach the 
metallic hallway. Look in the alcove on the right, and 
you'll see a pipe beneath a giant falling weight. Suspend 
the weight by hitting the switch in the opposite alcove, 
and then whistle near the pipe. 


Continue toward the red section, and when you get to In the first hallway west of the main room in the red 
the first red hallway, dig into the picture on the right- section, you'll see two Unidus, a missile, and a stack of 
hand wall. Afterwards, simply look along the floor of the cages. Use the missile to destroy the cages, and the 
small room you drop into. Gold Beetle will appear in their former location. 


1ST MISSION: FIND THE 3 GATE KEYS 


Your radar works the exact same way with the 
Gate Keys as it does with pieces of the Master 
Emerald. It's easy to get lost in this stage early 
on, but just remember that the stage is divided 
into four basic sections: the Pyramid Core to 
the south, the red section to the north, the 
green section to the southeast, and the blue tl Leta Ea 
section to the southwest. If you become disori- The only way to access certain 
ented, refer to the maps throughout the stage _sections of Death Chamber is to 


; dig through paintings like these. 
marked with a handy little "You are here" dot. pecure fe diginto ee ter af 


the oval. 
2ND MISSION: 3RD MISSION: FIND THE Lost CHAO 
CoLLect 100 
RINGS Play the Mystic Melody atop the 


ancient shrine on the floor of the 
Pyramid Core, and dive into the 
water when the hatch opens. As you 
= 4 dive down, you see a closed door. 
=) Swim to the other side of the room 

J and find the hourglass. Flip it and 
make a beeline for that door, 
because it closes quickly. Once 

=I you've made it through, swim across 
one hallway where two ratots are firing at you, and then another hall- 
way lined with ghosts. Once you enter the large cavern, swim up 
almost immediately to emerge from the water. 


After grabbing the six rings in 
front of you at the beginning of 
the stage, head for the blue sec- 
tion. Play the Mystic Melody at 
this shrine to make 14 more 
rings appear. 

From there, keep heading for 
the blue section, where you'll 
find a Magnetic Shield in the 
room just after the metallic hall- 
way. Armed with this useful 
item, collecting the remainder 
of the 100 rings you need will 
be much easier. 


Climb out, and you'll see an hour- 
glass in the alcove above you. 
This opens the door directly 
above it, and behind that door is 
the lost Chao. The only problem is 
that the wall juts out a bit, so you 
won't be able to climb straight 
up. Instead, flip the hourglass 
and work your way around as 
quickly as possible before the 
door closes. 


ATH MISSION: 57H MISSION: CLEAR HARD MODE 
FIND THE 3 KEYS oN 
WITHIN 5:00 


This stage can be a bit confus- 
ing, so don't be afraid to refer- 


ae POE 44 To find the first key, begin by digging 
| 2 | 24 through this painting, found in the hall- 
) 4 way between the red and green sections. 
sm You enter a large room with an hourglass 
on the opposite side. Flip it, and plat- 
ence a computer or two for = forms slide out from the left- and right- 
ali On BOWe yes | I crrastlineonctrtges tabreveal” 
pail gr saute mic Tay out : <a another hourglass. Flip that hourglass, 
and the large hatch in the center of the room opens. Quickly run down 
and dig into the dirt that's revealed to obtain key number one. 


For key number two, head for the location of 
the lost Chao. Once you reach the large cav- 
ern, however, don't swim up to the room 
above. Instead, swim straight ahead, and find 
the key behind an altar (beware of the Unidus (7 
enemy hidden behind there as well). . 


Now swim up into the room where you found 
the lost Chao. A giant weight falls on you and 
closes off the entrance to the water. First 
climb straight up and hit a switch to raise the 
weight again. After that, flip the hourglass in 
the alcove below and quickly dive back down. 
For a brief time, the key is revealed in an 
alcove of the second step from the bottom. 


~ Boss: Kine Boom Boo 
The first of two consecutive boss encounters takes place in a cir- 
cular room with a pillar in the center. Don't try to attack King 
Boom Boo yet, because he can't be hurt in the darkness. 
Instead, slowly run away and dodge the fireballs he hurls at 
you. Run too fast, and he'll turn around and give chase in the 
opposite direction. After throwing three or four consecutive fire- 
balls, he stops and begins to spout flames. This is your oppor- 
~» tunity to run around behind him and attack the little ghost at 
~ his rear. Doing so flips the hourglass he's carrying, which opens 
a skylight. As sunrays pour in, Boom Boo slinks into a shadow 
and slides either along the ground or up the side of the pil- 
lar. Dig into him, and he pops back up and tries to scurry 
away. Now it's your turn to give chase and attack. 
Repeat three more times to end the King's reign. 


“ at —Seess 


Keep your distance, but don't When Boom Boo starts to After you dig into his shadow, 


run too fast or King Boom Boo _ spout fire, run around behind the cowardly King will try to run 
will turn around and try to him and attack the little guy away. Give chase and either 
bite you. holding the hourglass. glide into him or punch him. 


im Boss: EGG GOLEM 


» Before proceeding to Eternal Engine, you must defeat Dr. Eggman's enormous 
rock Golem with Sonic. This big brute starts by trying to make hedgehog pan- 
cakes with his fists. As he does, run around behind him and jump up the 
ledges protruding from his back. From the top ledge, you can perform a hom- 
MQ» ing attack on his head, damaging him. After doing this a second and third 
time, the Golem swings both arms in a sweeping motion. Jump over both 
hands before you proceed with your assault. If you fall into the quick- 
sand (where there are plenty of rings), 
F> don't worry. Simply grab onto a pulley 
=~ and hoist 
yourself 
back up. 


7 8 


The top three ledges on the Golem's 
back are marked with a yellow symbol 
that you can use to homing attack your 
way to his head. 


Mees 3 fe 


Although he usually tries to hit you with a 
single fist, the Golem occasionally lunges 
at you with both fists. Perform a quick 
homing attack to get out of the way. 


If you fall into the quicksand, take the 
opportunity to pick up a few rings 
before grabbing onto a pulley. 


Small 
Animals Found 
in This Stage: 


we) swim +20 


hi : fly +60 


Condor | power +16 a : oer Ss 3 7 
_ Look under the canister In the room containing the In the hallway just before the first point marker, destroy 
AEE. on the left-hand side of stage's first springs anda the wooden crates in the left-hand corner. You can now 
. 4 the room you start in. pulley, destroy the canis- jump onto the metal box in that corner and whistle near 
©) 3 ter, and then whistle near the revealed pipe. 
‘a run +32 the pipe that was under it. 
Boat power +16 
ye = 
(goa | swim +0 |~'| Raccoon 
\ \] fly +48 oT i Sie y 
Parrot | power+4 z 
Ca 
swim +20 a, $e 
fly +16 
run +4 ie 
power+8 | = <n — : . 
A ways after the first point Destroy the crates next to Hit the switch that was behind the Chao Box, and then 
: marker, you'll come to a the first Chao Box, but be head back through that other door. The door behind it is 
swim +20 room with a door in front of careful not to accidentally now unlocked, so walk through and look on the railing to 
fly +4 you, and a door on the right. | | blast open the nearby the right. 
run+8 Enter the door in front of you} | space hatch. 
power +32) | to find the first Chao Box. 


under 3:30 A} under 2:45 A 
under 4:00 B | under 3:00 B 
under 5:00 C/ under 3:30 Cc 
under 6:00 D/ under 4:00 D 
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Break the stack of Sracdeh 
crates to the left of where 
you found the second 
Chao Box. 


After the second point marker, you areniaally come toa 
room with three beetles in the center and stacks of 
crates on either side. The second Chao Box is tucked 
under the iron containers on the right. 


Look on top of the giant 
weight after suspending it 
in the air via the switch 

(see 1st Mission text). 


In the room immediately fol- 
4 lowing the third point marker, 
4 there's a locked door ahead 
of you and an unlocked one 
to your right. Go right until 
you're outside, and grab the 
first pulley you come across. 
a Walk along the catwalk ce 

you're lifted to, and at the end you'll see another catwalk Go back outside and make your way across those cat- 
below and to the right. Hover down and hit the switch on walks until you reach a second pulley. Before grabbing 
the catwalk below to unlock the door back inside. Grab onto onto it, whistle near the pipe in the corner to your right. 
the pulley next to this switch, and use it to hover back to 
where you came out. Go back inside and through the newly 
unlocked door to find the third Chao Box. 


At the end of this series of | } After the fourth point marker, you soon emerge outside After grabbing the 
catwalks and pulleys, you in front of a long bridge with a locked door at the end. bazooka, hover back 
come to a door leading Hover down to the large platform below, and hit the down to the large plat- 
you back inside. Before switch. That done, bounce off one of the springs to reach form below and look in 
entering, look on the rail- the platform floating above. It lifts you back up to the the near left-hand corner. 
ing to your left. now-opened door and the Bazooka inside. 


Look along the right-hand 
wall of the room you enter 
after taking two pulleys 
and a platform in quick 
succession. 


Destroy the iron containers blocking access to the hall- Break the wooden crate 
way just ahead of the large platform. As you enter said in the far right-hand cor- 
hallway, look in the right-hand corner and whistle near ner of the hallway where 
the pipe there. you found the previous 

animals. 


ae CB § 2 r i= = ee = sir: a 
After the fifth point marker, walk outside and jump onto As you're floating across Whistle near the pipe to 
the platform ahead. As the platform falls out from under the gap toward the door the left of the Goal Ring. 
him, Tails starts to float, and the Gold Beetle appears to ahead, move to your left Be careful not to acciden- 
his left. at about the halfway tally touch the Goal Ring 
point. and exit the stage. 


1ST MISSION: DESTROY THE COLONY’S 2ND MISSION: 
POWER GENERATOR CoLLect 100 
Tails' final level is by far his most difficult. It's riddled with booby RINGS 


traps and there are enemies everywhere. Be particularly careful when 
opening doors, because there's often someone waiting to harm you 
on the other side. Also, be much more 
cautious about using your lock-on laser. 
There are times in this level where it can 
come back to bite you. 


This mission can be extremely 
frustrating. The best approach 
is to move as quickly as you 
can while still proceeding with 
caution. Precise use of your 
lock-on laser is imperative. Be 


Here are two of those booby traps | spoke of. In the room very careful not to cause an 


4 containing the stage's first pulley, balls start to drop if explosion and then walk right 
you hang around at the bottom for too long. Head for the into it. If you stay along the 
pulley as quickly as possible and don't shoot the balls! main path and don't get hit, it 
They're actually bombs. 3 a : 

is possible to collect 100 rings 
After demolishing some cages with a missile out in space, you in under 3:30. 


enter a room containing a canister and two springs atop metal 
boxes. As you walk into this room, watch for the shadow on 
the floor and don't walk on it! There's a giant weight hovering 
above, waiting to 

gon smash poor Tails. 

G@aEaeA) Instead, blow up the 

canister, walk around 
the shadow and hit 
the revealed switch F 


to keep the weight — . 
suspended in air. 


2. = 


Pas Pe 


These hatches are the primary reason to avoid using your 
lock-on laser. Should you accidentally blow them open, 
you could be sucked into the vacuum of space. 


3D MISSION: FIND THE Lost CHAO 


The first time you step outside after passing through the first point marker, look to your left to see an ancient 
shrine atop a floating platform. Hover onto this shrine and play the Mystic 
Melody. A series of stone blocks appear, leading you to a metallic platform. 
This platform elevates you to another stone block. From there, you must 
hover onto another metallic platform moving from left to right. Once there, 
wait for the platform to float as far as it can in either direction before you 
leap off and hover toward the door. Do not shoot the blue enemy inside the 
room behind the door! Doing so will cause every space hatch in the room to 
open. Instead, run by the enemy and into the next room. Jump onto the 
cages and wait until the moving platform gets toward the middle, then jump § 
onto it. When the platform floats closest to the door, jump and hover over 
the lasers. Go through the door, and you'll finally have the Chao. 


4TH MISSION: 51H MISSION: 
REACH THE GOAL WITHIN 5:00 | CLEAR HARD MODE 


Time is tight in this stage, so move quickly Surprisingly, there are no significant changes to 

and lay into that B Button like a madman. There report here aside from the usual proliferation of 

aren't any real shortcuts, so you may just have enemies and an increase in space hatches. | guess 
= Sonic Team 


> Te gw to keep 
Tc ae eeeee meme Het) practicing. figured this 
eg : level was hard 
enough to 


begin with. 


Small 
Animals Found 
_in This Stage: 


run+16]] 2. ~s > ee S: Es os 


ower +16 Fi : 
S eep_ iP Look next to the large Drop down to your left 


Look on the ground near 


= = / r = container in the right- from the platform you the southwest corner of 
swim +36} | a pac hand corner of the plat- start on, and look for the the large central structure 
fly+12 [Ne form you start on. large vehicle behind you. (all directions are relative 
run +8 4 The first Chao Box is right to the starting point). 


Penguin in front of it. 


Eo Rabbit 


SS ee Ss. a. ute an 
Look between the Whistle near the pipe at Whistle near the pipe at Use a stationary meteor Look along the northern 
platform and the vehicle the bottom of the tower the bottom of the tower to demolish the door on ledge of the large central 


west of the large central northwest of the large southeast of the large the south wall of the structure, at the bottom of 
structure. central structure. central structure. large central structure. the four columns. 

Doing so reveals the 

second Chao Box. 


my a mS “ =) 

|A|13000 pts.| | A] under 2:00 | |A| under 1:30 | |A]14000 pis. = A|13000 pts. 
B |/12000 pts. B | under 3:00 B| under 2:30 B | 13000 pis. | « B | 11000 pis. 
C}11000 pts.| | Cj} under 4:00 C} under 3:30 C 11000 pts. - C | 10000 pts. 
D}| 8000 pits.| | DJ] under 5:00 D| under 5:00 D| 9000 pts.|/©} |D] 7000 pts. 


Just to the north of the large central structure, there's a stationary meteor on top of a Ona ean floating between the four columns of the 
platform. Punch this meteor across the gap to smash the door on the north wall. Flip large central structure, there's a rocket. Take the rocket 
the revealed switch to open a trap door on the floor of the large structure above you. up, jump from the platform you land on to the one 

Use the nearby spring to get up there, and then fall down the hole where Knuckles’ straight ahead, and from there onto the platform 

final upgrade waits. below and to the right. Whistle near the pipe on 

this third platform. 


Go back to the platform that the rocket lifted you to, and Return again to the platform that the rocket lifted you to, 
you'll see another platform connected to it via a steel and bounce from the spring there. Look up around the 
beam. Just past that are two blue space stations. Climb floating metal box of the blue platform you land on. 

on top of the nearest one, and look on the underside of 
the blue platform above. 


Walk to the edge near the star symbol on the blue plat- 
form where you found the previous seal. From there, 
glide straight ahead to the nearest space station and 
look inside to find the third Chao Box. 


Get back onto that previous blue platform, and take the 
rocket from it to the large building overhead. Cling to the 
wall as the rocket releases you, and climb left. The sec- 
ond ledge you come across has a bunch of metal boxes 
floating above it. Look around the box in the center. 


This stage is Dee enormous, so it can be quite 
difficult to find the pieces of the Emerald without 
using the computers for hints. As if that weren't trou- 
ble enough, you also have to watch out for falling 
meteors. The good news is that you can jump slightly 
higher thanks to lower gravity. This makes exploring 
easier, but remember to pay very close attention to 
your radar. 


62) 


You can punch these station- 
ary meteors to demolish the 
many doors and large con- 

| tainers scattered about the 

#4 stage. Simply position your- 
self behind the big rock while 
facing the direction you want 
it to go, and press the B 
Button. The closer you are 

to it, the further it flies. 


There are plenty of rings in this stage, but the trick is holding onto them with all of those pesky meteors 
falling from the sky. Keep moving, and your chances of being hit are dramatically reduced. To complete this 
mission as quickly as possible, begin by gathering the eight rings around you at the starting point, and 
another six on the ground just ahead. There's an item box containing 20 more on the blue tube to the east, 
and another six on the ground east of that. Break the large container atop the platform directly east of the 
large center structure to find an item box containing yet another 20 rings. There's another item box contain- 
ing five more on the middle ledge jutting out from the west of the large central structure, and an item box 
containing 10 rings behind the northern door on the west wall. The remaining rings are easily obtained by 
taking the rocket between the four towers to the first set of platforms overhead. 


3D MISSION: FIND THE Lost CHAO ATH MISSION: 
t The ancient shrine you need GET THE EMERALD 
to get to is on the building PIECES IN 4:30 


high overhead. To reach it, 


start by taking the rocket A good strategy for this mission 


between the four towers of 
the large central structure. 
The rocket drops you ona 
platform with a spring, and if 
you bounce from that spring, 
you land on a blue platform 
with another rocket. Grab 
onto this second rocket, and 
as you let go of it, stick to 
the wall and climb up until 
you reach the top of the 
ledge. Glide around the 
building to your right, and 
you come to another ledge. 
Do the same thing from atop 
it, and you land next to the 
shrine. After playing the 
Mystic Melody, jump into the 
blue swirl to be transported 
into a narrow room contain- 
ing another shrine. Play the 
Melody again, jump into 
another swirl, and you're 
finally transported to the 
lost Chao. 


is to take both rockets up 
(using the method described in 
Mission 3) and then glide down 
in a circle to see if anything 
comes up on your radar. This is 
particularly useful if you're try- 
ing to score an A, and thus 
need to avoid referencing com- 
puters for hints. 


57H MISSION: CLEAR HARD MODE 


The first Emerald piece is behind the southern —_ Next, head for this platform by bouncing from To obtain the final piece, return to the building 
door on the eastern wall of the large central the spring at the very top of the large central where you found the lost Chao. Instead of 
structure. Getting to it can be a bit difficult structure. Once there, walk out onto the end of climbing up after releasing the rocket, however, 
since the falling meteors keep shattering the the beam where the extra life is. Put on your go to the right until you come across a ledge 
rock you must use to break open the door. Be Sunglasses, and you'll see a spring. Bounce with a Phoenix enemy and a moon symbol. Put 
persistent! from it and gently push right on the Control Stick on your Sunglasses, and a spring appears next 
as you're coming down to hit a second spring. to the moon symbol. Let the spring launch you 


Let this one bounce you straight up a couple of into the air, and glide forward to grab the 
times while you turn the camera to get a bearing Emerald. 

on the Emerald. You have to glide from just 

about the apex of your bounce to grab it. 


Boss: ROUGE 


Defeating Rouge shouldn't give you too much trouble. The battle 
begins on the ground, where you can collect a few rings while 
dodging her attacks. When she stops, take the opportunity to 
punch or glide into her. Eventually, the floor opens up and the 
two of you are launched into the air. Follow Rouge to whichever 
beam she lands on, and attack relentlessly. If she mutters the 

: words, "Here | come," get 
moving! It means she's 
about to launch 
her Black Wave 
attack, which can 
hit you from any- 
where. After dodg- 
ing it, go back to work. 
Four hits should be the 
end of her. 


Grab some rings as soon as possible so that 
you can withstand being hit. 


If Rouge starts to climb one of the beams, don't When Rouge says, "Here | come," move fast to 
stand under her! She's probably about to come at _—avoid her Black Wave attack. This special attack 
you with a drill kick. can hit you from anywhere if you stand still. 


Small 
Animals Found 
in This Stage: 


Py, 
Whistle near the pipe in After flipping the first Look in the far left-hand 
the near right-hand cor- gravity switch, turn back corner of the room where 
ner at the end of the first toward the screen and the first point marker and 


hallway. look in the right-hand warp tube are. 
corner of the ceiling. 


Whistle near the pipe on 
the right-hand wall of the 
room you enter after 
going through the first 
warp tube. 


Look at the end of the sec- 
ond rail you grind after 
passing through the sec- 
ond point marker. 


After somersaulting 
through the narrow gap in 
the ceiling, run to the side 
of the room opposite of 
where you entered. Break 
the wooden crate there. 


Just ahead in the same 
room, flip another gravity 
switch and break the 
wooden crate to the left of 
the spring on the ceiling. 


Proceed forward until you 
sq drop into a room containing 
an Artificial Chaos P-100. 
After disposing of the 

my enemy, jump atop the 
ancient shrine in the green oe = 
slime to your left. Play the : = - & 
Mystic Melody, and jump - —_—_—__—_—— 
across the series of platforms that appears to reach a The first Chao Box is on Look on the left-hand side 
gravity switch. Flip the switch and walk along the ceiling the middle of the floor of the ledge just in front of 
back to the hallway just before this room. In that hall- just before you pass where you found the first 
way, look along the left-hand wall, and you'll see a pipe through the fourth point Chao Box (this requires 


near the ceiling. Whistle next to this pipe. marker. you to backtrack a couple 
of steps). 


After passing through 
the fourth point marker, 
whistle near the contrap- 
tion to the right of the 
warp tube entry. 


el-Up Item: Flame Ring 


Transforms the somersault 
into a more powerful "fire 
somersault." With the 

Flame Ring, Sonic can break 
iron containers. 


r J Ma ce : 
Look around the exit of 
the aforementioned warp 
tube. 


After exiting that aforementioned warp tube, you appear 
on the ceiling of a long room. Near the end of this room 
is a gravity switch. Use it to revert gravity back to nor- 
mal, walk toward the screen, and bounce up one of the 
springs in the corners. The Flame Ring is tucked between 
some iron containers up here. 


"MIssION 1 


7000 pts. 
5000 pts. 


- Mission 2 


Bo 


|_under 3:30 | 
under 4:30 


»> A >. 


After grabbing the Flame Ring, keep walking toward the 
screen, and you'll come to a pit of green slime with rails 
above it to either side. Grind one of the rails to get 
across the pit, and you'll find the second Chao Box on 
the other side. 


[A | under 5:00 | 


RAZY GADGET Mission RANKINGS: 


.> MISSION 4 


A [16000 pts. | 


MIssION 3 


|C | under 6:00 | 
|D| under 7:00 _ 


After flipping another gravity switch and somersaulting 
through the narrow gap in the ceiling, break the iron 
container to your immediate left in the next room. 


Soon after exiting the third 
warp tunnel, you come to a 
room containing a long red 
beam with swinging spiked 
balls and a beetle atop it. 
Walk along the beam, jump 
over the balls, and perform 
a homing attack on the 


Mission 5 


A | 15000 pts. | 
|B / 13000 pts. | 
|C /11000 pis. | 
[D| 9000 pts. | 


After light dashing 
through space, immedi- 
ately look behind and to 
your right and whistle 
near the pipe on the wall. 


Appears to the left in the 


room containing the third 
warp tunnel entry and two 
Shield Hunters. 


beetle to reach the door on the other side. Flip the gravi- 
ty switch behind this door to walk along the ceiling, and 
then launch the missile just ahead to open an alcove. The 
Chao Box is on the floor of this alcove, but if you're look- 
ing to find all of the animals, don't go after it just yet. 


The iron container holding this animal is on the floor 
below that long red beam. If you're on the ceiling and 
you've just launched the missile, you'll have to back- 
track quite a ways to find a gravity switch to put you 
back on the floor. 


Break the iron container in the green slime to the left of 
where you found the previous animal. Be sure you have 
some rings before attempting this, because you will take 
a hit. Afterwards, proceed forward and look in that 
alcove for the third Chao Box. 


of the red platform out in 

space, hit the gravity switch 

on the left-hand side of the 

screen to land next to a cage 

on the purple platform. 

Walk toward the screen and 

to the right until you come 

to an ancient shrine. Play your Mystic Melody near the shrine, and a path of rings 
appears. Light dash across these rings and hold up on the Control Stick to land on top 
of the red platform. Jump down from there onto the blue platform to the right, and 
you'll see a missile and a spring. Fire the missile to destroy the cage atop the purple 


platform, and then bounce from the spring to your left. 


1ST MISSION: HURRY AND FIND EGGMAN 


Numerous switches throughout this stage reverse gravity and allow 
you to travel along the ceiling and walls. Note that Sonic moves across 
the screen in whichever direction you're pushing on the Control Stick, 
regardless of his perspective. For example, if Sonic is on the right-hand 
wall, pushing up will not move him "forward, " but rather vertically up 
the wall. Take a moment at the beginning of the stage where it's safe 
to acquaint yourself with these controls. 


4a: 
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The best use you'll ever get out of 
your light attack is when these 
Artificial Chaos spawn a bunch of 
cells. Charge the light attack by 
standing still and holding down 
the B Button. When Sonic stands 
back up, release the button and 
he'll defeat everyone onscreen in 
one fell swoop. 


When you come to these three 
switches, just hit the one on the 
right and run down to the rail. 


4 


m by him. 


m any unnecessary enemies and don't stray for 


| 47H Missio’ Reach THE 


ND MESION Gouin 1 00 RINGS 


This mission is surprisingly easy if you're able to 
get by the annoying Artificial Chaos. The best 
approach is to line up a tad to his left or right, spin 
dash toward him from a distance, and then jump 
up and perform a homing attack lust after ou go 


This part can be a little tricky if you 
don't know how to get past it. Wait 
for the enemies to drop their force 
fields, homing attack across them, 
and then let Sonic drop forward just 
a touch before performing a light 
dash (the B Button icon flashes in 
the top right-hand corner of the 
screen when it's time to light dash. 


When bouncing from this spring 
here, it may seem like you're sup- 
posed to reach the blue platform 
above. That's not the case. 
Instead, push down on the Control 
Stick as you bounce to land on the 
near side of the yellow platform. 


= ais 
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When you reach te red platform out in space, 
instead of proceeding forward, hit the gravity 
switch to your left. Doing so places you on top of 
the purple platform, where the ancient shrine is, 
toward the screen and to the right. Play the Mystic 
Melody to make a 
row of rings 
appear. Light dash 
across them and 
push forward on 
the Control Stick to 
reach the top of the 
red platform where 
the lost Chao waits. 


GOAL WITHIN 5:00 


I'm not exaggerating when | say that every 
second counts in this mission. Don't attack 


any rings. You need to be going full-tilt 
almost constantly to reach the goal in less 
than five minutes. 


Fortunately, there is one 
shortcut. When you get to 
this room, don't drop. 
Instead, jump over the 
spiked balls and perform a 
homing attack while in 
midair to defeat the nearby 
enemy. Go through the door 
that opens, then as a second 
door opens on the opposite 
side, jump off and perform 

1 another homing attack to 
land near the springs below. 


5TH MISSION: CLEAR HARD 


Quite a few changes have been made 
to Crazy Gadget in Hard mode. 


The spring here has dis- 
appeared, replaced by a 
series of blocks that you 
must jump from and use 


as steps. 


The path to the 
shortcut now has an 
alternating laser 
field that's much 


__} trickier to get by 


than the spiked balls 
that used to be here. 


Boss: Dr. EGGMAN 


Before proceeding to the final stage, you 
must defeat Dr. Eggman one last time 
with Tails. In addition to the 
conventional ways of attack- 
ing him, you can also blast 
one of the canisters that 
arise from the center 
of the room, and 
is = try to lure him 
into the explo- 
sion. After scoring a 
couple of hits on him, he 
may come at you with a 
flurry of missiles or a huge 
laser. Just keep moving, and 
try to finish him off before 


he has a chance to 
» unload this heavy 
i artillery. 
To get past this sec- 
tion, wait for the ene- 
mies’ force fields to 
dissipate, then grind 
4 down the rail, and 
homing attack up to 
a the ledge above. 


Try destroying one 
of the canisters 
and luring Eggman 
into the resultant 
explosion. Doing 
so inflicts a lot of 
damage. 


Here, the row of rings you 
used to light dash across 
has been replaced by a 
row of enemies. 


If you get too close 
to Dr. Eggman, it’s 
difficult to see his 
cannon fire, and he 
might try to punch 
you. Keep your 
distance! 


Out in space, the switch to activate the rocket at the end of If Dr. Eggman 
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the stage has been moved to beneath this box. When you 
land on the yellow platform for the second time, head 
toward the screen and hit the gravity switch on the near 
side. This pulls you back to the green platform, where the 
rocket switch is now revealed. Hit it quickly before the crate 
falls back on top of it. Lasers have also been added to the 
green platform farther on, but it's fairly easy to jump over 
them. At the end of the purple platform, however, there are 
no longer rings to light dash across. Instead, you must 
reach the blue platform via leap of faith. From there, every- 
thing is the same as before. 


unloads a barrage 
of missiles at you, 
run away and don't 
stop until they dis- 
sipate. Both these 
and his huge laser 
move every bit as 
fast as Tails does, 
so there's no time 
to take a breather. 


Small 
Animals Found 
in This Stage: 


ny 
} swim +20] 
|  fly+60] 

run -24 
power +16} 


Soe! 


per ee Ee 


swi m+12 j 
fly +48] 
run-16] 


| swim +8 
fly +8 
run+16] 
power +16 


= — | 
swim +36 


run+8 


| Penguin 


fly +12] | 


swim +20} 
fly+4 | 


| power -24 
Bethe ead [| 


Grind from the rail at the 
end of the catwalk where 
you found the first Chao 
Box. Look to the left at the 
end of this rail. 


Look around the near side 
of the catwalk at the bot- 
tom of the hill after the 
second point marker. 


Abe 


The second Chao Box is 
tucked between two metal 
boxes on the platform just 
after the first point marker. 


When you come to the cat- 
walk before the first set of 
dual vertical rails, walk 
toward the screen and 
look around the edge. 


35 


While bouncing from a series of springs in quick succes- 


sion, you catch a quick glimpse of the Chao Box on a cat- 
walk to your left before landing on an adjacent rail. As 
soon as you land on the rail, hold down on the Control 
Stick, jump, and grind back toward the catwalk. 


After slowly running down 
the hill where you found 
the second Chao Box, you 


Whistle near the pipe 


" g ¥ “ 
i : ¥ a] a vertical rail ahead. From 
9] there, you see a platform 

-| above with a spring. 
Bounce from the spring 
onto another platform with a dash panel and another 


rail. Use the dash panel to grind up the rail, and then 


land on another rail to your right. At the end of this rail is 


the first Chao Box. 


Grind the purple rail 
ahead and look on the 
right-hand side (near the 
spring) of the platform it 
leads you to. 


drop to another catwalk. 


behind you to the right. 


Grind up the first set of dual vertical rails, and proceed 
forward until you come to a single vertical rail. Grind up 
this rail and jump as you reach the end. The Gold Beetle 
appears at the height of your jump. 


WAG 
Break the wooden crates 


situated right next to the 
final Chao Box. 


Look directly in front of 
the final Chao Box. It's 
almost impossible to 

miss. 


see another rail to your left. 
Jump onto it, and then onto 


Look on the catwalk 
where you found the first 
Chao Box. It's almost 
impossible to miss. 


After grinding a long, 
twisting rail, you land ona 
catwalk with two Artificial 
Chaos. Whistle near the 
pipe to their right. 


Look along the right-hand 
side of the catwalk where 
the fourth point marker is. 


Very slowly run down the 


hill that follows the fifth 
point marker. At the bottom 
is a platform with three 
dash panels. Look just 
before the dash panels. 


: Missi | 
A [13000 pts. | 
| | | |B ]12000 pts. |» | |B | 12000 pts. | 
[C| under 2:30 | [C| under 5:00 | [C]10000 pts. || [C[10000 pis. | 


DE “under 3:0 00 | c /D | L _under 5:30 | 1D] 8000 pts. | >| |D| 9000 pts. | 


F under 1:30 | [A under 4:30 | [A] 13000 pts. 


I= 


|B | under 1:45 J Bt under 4:45 | 


o [11000 pts. | 
NX CI [10000 pts. | 
[D| 9000 pts. | 


After the fifth point marker, you eventually come to a cat- 
walk where you're presented with an orange rail and a 
purple rail. Run to the right edge of that catwalk, jump 
up, and perform a homing attack while holding up and 
right on the Control Stick. You're aiming for a ledge on 
that big blue building ahead. 


# aie Item: Mystic Melody 


Woo ® 


When near an ancient 
shrine, press the B Button 
to play a mysterious 
melody. This item is needed 
to complete the third mis- 
sion (Find the Lost Chao) in 
every stage. 


Make your way back to that SEiform with the orange and purple rails. Grind the orange On your way to obtaining 
rail, crouching while you do to build up speed. As you fly off the end of the rail, push the Mystic Melody, look on 
forward on the Control Stick to land near the rocket on the platforms below. Take this the platform with the 
rocket to another platform, and then jump from that one to the one ahead of you with 
the spring on top (a sheep is located here). Bounce up, run forward, grind up the verti- 
cal rail, and you'll see the Mystic Melody straight ahead. 


After grabbing the Mystic Melody, head back to the blue Afar grinding a long, twist- 
catwalk you were bounced onto by the spring. Jump ing rail through some mete- 
down to another blue catwalk on your left, and walk ors, you eventually come to 
toward the screen. When you get to the edge, drop a tunnel. Look in the left- 
straight down, and you'll land on yet another blue cat- hand corner at the end of 
walk. Look along its left-hand side. that tunnel. 


This stage basically serves as a showcase for 
Sonic's grinding ability, so if you're proficient 
with it, you should be fine. Be careful of where 
you light dash, and generally proceed with cau- 
tion. You don't want to see our poor hero burn 
into Earth's atmosphere. 


The easiest way to grind up 
these vertical rails is to perform Cir 
a homing attack onto them. 


§ QNo MISSION: 
§ CoLLect 100 RINGS 


@ There are plenty of ringsinthis §& 
fm stage, but to collect 100 as 
i quickly as possible, trytojump | 
onto more lucrative rails and fl 
| aim for as many item boxes as 
you 
J can. 
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30 MISSION: FIND THE fac Caio... 


When you get to this point, take the purple 
rail. It leads you to an ancient shrine, upon 
which you must play the Mystic Melody. 
Doing so causes two platforms to appearup 4 
ahead. Jump onto the second platform, then ‘ 
grind up the purple rail in front of you. To 
garner some speed, you may need to per- 
form a homing attack onto it. Follow the 

ae short path it leads to, and play the Mystic 
Melody near another ancient shrine to make 
a row Of rings appear. Light dash across 
them, grind a series of vertical and horizon- 
q tal rails, and you'll finally come to a section 
si where the lost Chao is waiting at the end. 


; Aq MISSION: 

@ REACH THE GOAL Al 
| WITHIN 59:00 ' 
® Crouch, crouch, crouch. While 
lm grinding rails, holding the B 

= Button to crouch allows you to 
lm build speed. Also, don't take 
the time to attack enemies or go 
after rings, and launch forward 


as faras youcan when jumping | 
off of rails. ia 


bea 


The Artificial Chaos here now attacks, so jump 
from the rail and perform a homing attack on 
him, then another onto the nearby spring to 
get back to safety. Additionally, some plat- 
forms are now farther apart, so you have to 
use the homing attack on item boxes and ver- 
tical rails to reach them. 


In this room, there is a giant weight covering 
the hole you need to get down. Destroy the 
Artificial Chaos on the right to reveal a switch 
that keeps the weight suspended in air. 


Se RES GU 


A tieks Sateen: Sanh pyeetanna yy Cats Soe 


Bore SHADES 


Chaos Spear. The brief time 

he takes to charge this 

special attack is enough 

for you to build up a 

spin dash and take 
aim. Alternatively, 

you can rush toward 

ia him, attempt to dodge 

i the Chaos Spear, and nail him with a 

3 homing attack while he's recovering. 

™ Either strategy is effective, and 

@ should help you finish off the fake 

= hedgehog in no time. 


Ww 


It's time for the final showdown with Shadow. Surprisingly, he doesn't present much of a 
challenge — the environment you fight in is far more dangerous. Keep running, or the ground 
will start to collapse from under you, dropping Sonic into the great abyss of space. 


That said, to defeat Shadow, begin by simply hitting him with homing attacks. After you've con- 
nected two or three times, he'll start to jump up and deflect your assault (you can use the same 

defense whenever he launches a homing attack). The final two hits, therefore, must be scored 
when he's vulnerable. Slow down and let him run may ahead, where he'll attempt to unleash the 


Let Shadow run a bit ahead of you, and he'll 
stop to charge the Chaos Spear. Jump as soon 
as he stops, and once the Spear is unleashed, 
perform a homing attack to avoid it. 


Alternatively, you can charge aspindash when ¢ 
Shadow stops, and let it rip just before he 


launches the Chaos Spear. 


DARK STORY 


A 
\ % 
: ) MS 
Soh - ieee Chao Box1 ~ 
y+ ; 
run+16 
power +12 


“ Small 
Animals Found 
in This Stage: 


run +20 
power +36 


In the room following the 
first point marker, take 
the lift on your right to 
reach the ledge where the 
first Chao Box is. 


As soon as you exit the In the room following the 
stage's first room, look in first point marker, destroy 
the corner to your left. the crates in the alcove to 
your right. 


run +4 
power +40 


Look in the right-hand 
corner of the room 
immediately following 
the second point marker. 


Appears to the right while 
you're descending on the 
first large, gated elevator. 


After grabbing the first Chao Box, take the lift to your left Look in the right-hand cor- 
and walk down the following hallway. At the end of the ner immediately after 
hallway, you drop to a room with a small ledge jutting blasting through the first 
out from the wall. Whistle near the pipe on the right- level-two door. 
hand side of this ledge. 


In the large room after the 
first level-three door, walk 
straight ahead, and you 
should see a large pipe with a 
spring at the end. Use it to 
bounce up onto a platform on 
the left, then destroy the iron 
container to reveal another 
spring. Bounce off that and hover to a platform on your right, 
where you'll find three more springs. Bounce up and land on 
the pipe above, then hover around the corner to your left onto 
another pipe. Hover from here onto a third pipe straight 
ahead, and look at the end near the right-hand wall. 


Lock-on 

missile 

power-up. 

Missile fires 

faster, and 

Sooeeel SPFeddS as 

it explodes to destroy ene- 
mies in a wider area. 


Whistle near the pipe on 
the right-hand wall of the 
hallway following the first 
room after the second 
point marker. 


In the room immediately following the second point 
marker, you see some large explosive canisters against 
the wall. Destroy them to reveal four iron containers in 
that wall. Once you have the Large Cannon, you can blast 
through these iron containers and find the Laser Blaster 
in the tunnel behind them. 


"= Chao Box‘2 


os 


In the room immediately In the room immediately 
following the third point following the first level- 
marker, whistle near the five door, look in the 
pipe against the right- alcove to your left. 

hand wall. 


After exiting that hallway, 
you come to a path with the 
third point marker to the 
left, and a lift to the right. 
Take the lift and jump onto 
the platform to find the Box. 


Look to the right of the In the hallway after the 
four item boxes in the aforementioned large 
large room that follows room, you drop down 
the first level-three door. slightly two times. After 
the second time, look in 
the corner to your left. 


IRON GATE Mission RANKINGS: a 


5.” MISSION 1 [—%) Mission 2 [> Mission 3 

Ta 

|B [18000 pts. | 

|C | 16000 pts. 

|D | 
2 


14000 pts. 


Chao Box#3 
ay 


In the room immediately 
following the first level- 
five door, look around the 
right-hand side of the 
small ledge near the 
Omochao. 


In the room after the one Whistle near the pipe to Don’t build up too much Look in the far right-hand 
where you found the two the left of the first blast speed on the dash panels corner of the room con- 
previous animals, break door. You can do this where the blast doors were, taining the Goal Ring. 

the wooden crates along either before or after or you might be launched Heed the same warning as 
the wall, and whistle near launching the missile in into the Goal Ring before for the third Chao Box. 

the revealed pipe. the same room. you get to this Chao Box. 


2ND MISSION: 
CoLLect 100 RINGs 


As long as you 
don't get hit, col- 
lecting 100 rings in 
this stage is fairly 
easy. To do so in 
under 1:35, howev- 
er, requires you to 
take a detour when 
you get to the room 
following the first 
level-three door. Upon entering, walk straight ahead, 
Tails does. To keep it and you should see a large pipe with a spring at the 
filled, collect as end. Use it to bounce up onto a platform on the left, 
many rings as rr then destroy the 
possible. 


1ST MISSION: GET TO THE CORE 
OF THE MILITARY BASE 


Vr irza Be | To open any door in 
fife:ea Shoot 

og ME. AE IE rr this stage, you must 
target and destroy its 
four locks. As with 
Tails, locking onto 
multiple items and/or 
enemies at once 
rewards you with sub- 
stantial point bonuses. 
cam Note that Dr. Eggman 
has an HP gauge like 


a reveal another 
er, spring. Bounce off 
1] this spring and 
hover to a platform 
YM on your right. Here 
you find 10 rings and 
three springs. 
Bounce up and 
land on the pipe 
§] above, where 

f/ there is a row of 


ae 


When you get to this room,a eam 
series of blast doors close and A 
block off access to the hall ahead. 

To destroy the doors, launch the mis- 
sile by shooting the adjacent con- 
trol panel. 


back down and 
continuing on. 


4TH MISSION: 
REACH THE GOAL 
WITHIN 4:00 


This mission is fairly easy. Just keep 
firing and try to blast the doors 
open as you approach them. 


Reach this platform by using the detour 
described previously, except drop down next to 
the ancient shrine instead of back onto the main 
path. Play the Mystic Melody near the shrine, 
anda 
series of 
plat- 
forms appear, leading you to a pulley. Ride 
it into the room above, and head around 
the corner to your right. You come to a 
dead end where another ancient shrine is. 
Play the Mystic Melody again, and a spring 
and some more platforms appear. Work 
your way up, and find the Chao on the top 
level against the center of the wall. 


The only significant alfierence here are the 
addition of more aggressive enemies and the 
disappearance of quite a few rings. 


This battle is fought with Shadow, and is very similar to Sonic's first boss 
encounter. When the enemy takes flight, keep moving to avoid his fire. Then as 
soon as he lands, attack the cockpit before he has a chance to 
* unload his missiles on you. After hitting him, a crosshairs 
appears. Don't let it lock on to you, or you'll be blasted by a 
huge laser. Four hits should do him in. 


say Boss: B- 3x HOTSHOT 


Run toward Hotshot as he begins to After you hit him, Hotshot tries to 
land, and attack the cockpit before lock onto you with a crosshairs. 
_ the missile bay doors open. Keep moving to evade his sights. 


Small 


Animals Found 
n This Stage: 
Maz swim +12 

fly +48 
swim +8 
fly +8 
run+16 
power +16 
swim +36 
fly +12 
run+8 

Penguin 

RY swim +44 
g x run+8 

Sea Otter 
Te 
' swim +16 
fly +12 
run +36 
uti orn | power +0 


Look around the trunk of 
the tree near the west 
wall (all directions are 
relative to the starting 


The first Chao Box is on 
the north end of the first 
ledge along the east wall. 


After taking the tortoise to the oasis, jump onto the aie 
form in front of you. Behind the tall, dark pillar, there's a 
circle of stakes in the ground. Stand in the center of this 


circle, and whistle. 


Pick up the small pot at 
the trunk of the tree just 
past those two red pillars. 


At the end of the path to 
the west of where you 
entered the oasis, there's 
some very shallow water. 
Look next to the huge 
canoe down there. 


Look near the Omochao in 
the alcove in the north 


Climb up to the top floor, 
and whistle near the pipe 


tucked between the crates 


along the south wall. 


fend down the path to 
the east of where you 

entered the oasis, and 
look just past the first 
large ruin there. 


Return to the tortoise and dive into the water. There's a 
second tortoise down here that can take you through the 
tunnel in the north wall. When he appears, swim next to 
him and hit the B Button to grab on. After you get through 
the tunnel, press the A Button to let go and emerge near 
the entrance above. Look to the right of this entrance. 


Dig through the painting 
just above the first ledge 

on the east wall. You land 
in a small room where the 
Mystic Melody waits. 


Look near the stack of 
crates in the southwest 
corner on the top floor. 


At the end of that eastern 
path, you come to a stat- 
ue in a shallow pool of 
water. Dive down and look 
near the statue's feet. 


The second Chao Box is 
next to the crates in the 
northeast corner on the 
top floor. 


Two red pillars stand at 
the beginning of the path 
to the west of where you 
entered the oasis. The 
final Chao Box is atop the 
northernmost pillar. 


'A|15000 pts.| | A] under 2:00 | | AJ under 0:40 | | A|14000 pts. = A|17000 pts. 

B/12000 pts.| |B) under 2:30 B| under 0:50 B | 12000 pts. . B | 15000 pts. 

C|10000 pts.| [C| under 3:30 | |C| under 1:30 | |C| 10000 pts. |<) |C| 12000 pts. 

'D| 8000 pts.| | DJ under 4:30 D | under 2:30 D}| 8000 pts.|©} |D/10000 pts. 
1ST MISSION: FIND 3 PIECES OF THE 2ND MISSION: 


CoLtect 100 RINGS 


This is one of the easiest missions in 
the game. There are more than 
enough rings in the first area, so don't 


MASTER EMERALD 


The pieces of the Master Emerald are placed in different random locations 
each time you play. To find them, use the radar at ine bottom of the screen. 
As you get closer, it A AS 


turns from green to 
yellow to red, and 
the "ping" sound 


bother using the tortoise. The various 
ledges and the airspace around the 
tall, dark pillar are especially lucrative. 


speeds up. You can 
also reference the 
computers for hints, 
but doing so sub- 
tracts points from 


To reach Pathe gi section (alled the Big 5 of this stage, 
your score (making it destroy the two guards surrounding the large tortoise. Once you 


more difficult to get do that, the tortoise crawls into the water. If you jump on top of 
an A). him and press the B Button, he'll transport you to the Big Oasis. 


4TH MISSION: GET 
THE EMERALD 
PIECES IN 3:30 


Because this stage isn't very large, 
completing this mission shouldn't 
be too much of a problem. Do a 
quick sweep of the area you start 
in, and if nothing shows up on the 
radar, liberate the tortoise and 
transport to the Big Oasis area. 


3D MISSION: FIND THE Lost CHAO 


Breaking the iron containers along the southern wall of the top floor reveals a 
painting. Dig into it, and you land i ina room containing an ancient shrine and 
a door. Play the aa — 

melody near the 
shrine to open the 
door. Walk through 
it, jump into the blue 
swirl, and you're 
transported to the 
lost Chao's location. 


57H MISSION: CLEAR HARD MODE 


In Hard mode, the pieces of the Master Emerald are always in the same place. To reach 
the first piece, begin by destroying the wooden crate on the second ledge above the start- 
ing point. Launch from the exposed spring, and at the height of your bounce, glide for- 
4 ward to grab the Emerald. 
For piece #2, climb onto the large picture on the east wall, and dig into the crossbar of 
the scale. A hidden spring 
f launches you into the Emerald. 
The final piece is located in 
the Big Oasis area. Take a ride 
= on the tortoise, turn on your 
Treasure Scope, and drop into the water (don't jump; just fall in). 
Look on the underside of the floating center island, and you'll see 
a spring you can bounce off of to snatch the last Emerald. 


Small 
Animals Found 
in This Stage: 


swim +8 
fly +40 

run+8 

power +8 


swim +0 
fly +48 


power +4 


Dr. Eggman's Mystic 
Melody is on the multi- 
tiered platform to the left 
of the stage's first rotating 
platform. You need the Jet 
Engine to reach it. 


* Chao Box #2 


After the first point mark- 
er, a rotating platform, 
and a series of moving 
platforms, you’ll come to 
a multi-tiered platform 
with the second Chao Box. 


Now hover over to the 
small platform on the left, 
and whistle near the pipe 
on it. 


Dark STORY 


run +4 
power +8 


When near 
an ancient 
shrine, press 
the B Button 
si fo playa 
mysterious melody. This item 
is needed to complete the 
third 
mission 
(Find 
the Lost 


Look near the torch on the 
platform where you found 
the second Chao Box. 


The second point marker is to the right of that next rotating platform, but before pass- 
ing through, hover onto the small platform straight ahead (be careful not to hit the 
spring). From there, wait for the quickly moving platform ahead to come toward you, 
then jump and hover onto it. You see two more platforms on your left: the one closest 
to you has fences on two sides and two iron containers (the other has four). As you're 
moving toward the closest platform, jump onto it and destroy the two iron containers. 


At the very beginning of 
the stage, walk toward the 
screen and drop off the 
platform to land on a ledge 
just below. Look on the 
left-hand side of the ledge. 


~LRasceon 


After knocking down and 
crossing your first pillar, 
you come to a room with 
two fences. Look around 
the fence to the left. 


To the right of the second 
Chao Box is a pillar that 
you must knock down and 
walk across. The Gold 
Beetle appears as you 
reach the end of the pillar. 


While on the first rotating Sinton shoot the iron con- 
tainers on the long platform to your right. That done, 
hover over to the long platform and look around the sec- 
ond flag on its right-hand side. 


Before crossing the third 
pillar you knock down, 
walk past it to see a pair 
of swinging spiked balls 
and the first Chao Box just 
behind them. 


Look right next to ane 
you found the first Chao 
Box. It's almost impossi- 
ble to miss from there. 


Soon after crossing that last pillar, you come to a short 
path with a rotating platform ahead and two small plat- 
forms to either side. Hover to the small platform on the 
right, and whistle near the pipe on it. 


After passing through the 
second point marker and 
knocking down another 
pillar, you drop into a 
room with over a dozen 
vases. Break them open. 


SAND OCEAN Mission RANKINGS: 


|B |20000 pts. 
|C | 18000 pts. 
|D [13000 pts. 


iC | 20000 ts. 
|'D | 18000 pts. 


[C | under 4:00 _ 
[D | under 4:30 | 


(Candee 4:30 
|D | under 5:00 | 


iC | 30000 ; nts. 
|'D | 18000 pts. 
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After breaking those vases and jumping up some steps, you The third Chao Box is As soon as you land on the The next rotating platform 
see a large altar to your right, with two small ruins in front of atop a tall platform just ground after jumping across leads to the third point 

it and a fence to its right. Break down the ruins, jump onto beyond that aforemen- those tall platforms where marker, but before pass- 
their remaining foundations, and then jump onto the fence. tioned altar. It's almost the final Chao Box was, you ing through, stay on the 
From the fence, you're able to jump onto the top of the altar. impossible to miss as see a pipe on the left-hand edge of the platform for a 
Once atop the altar, look on its last small pillar to the right. you move forward. wall. Whistle next to it. full rotation. 


Whistle near the pipe on 
the left-hand side of the 
path after the third point 
marker, but before the 

jump plates. 


After launching from the 
jump plates, drop down 
the steps and whistle next 
to the pipe near the mid- 
dle of the right-hand wall. 


Look near the exploding 
canister just past the pipe 
where you found the pre- 
vious animal. 


2ND MISSION: 
CoLLect 100 RinNcGs 


157 MISSION: 
RETURN TO HIDDEN BASE 


This stage is fairly straightforward, but watch your step so you don't fall into 
the quicksand. As always, lock onto everything in sight to score maximum 
points, and don't spend too much time pondering why it's such an ordeal for 
Dr. Eggman to get into his own base. 


If you pick up every ring along the 
main path and shoot the balloon 
along the way for five more, it's 
possible to collect 100 rings in 
under two minutes, much less 
three minutes and thirty seconds. 


As if the good doctor wasn’t heavy enough, _To get across this pit, shoot down the pillar 
that metal walker he travels in causes him to _ on the other side, and stay behind the fence 
sink in quicksand even faster. so that the pillar doesn’t land on top of you. 


4TH MISSION: REACH 
THE GOAL WITHIN 4:00 


Once you get the Jet Engine upgrade in Stage 6 (Lost 
Colony), you won't 
have to wait around 
for all of the mov- 
ing platforms in 
this stage. Instead, 
you'll be able to 
hover to your next 
destination when- 
ever possible. 


ERAS 
02:46:35 


Small Q)" 
Animals Found 1 run +32 
in This Stage: Bodt | power +16 
poy swim +44 swim +20 
CA run+8 run+4 — 
Sea Otter Raccoon} power+8 | Fo 
re 3 
q swim +16 
fly +12 
run+36 


Unicorn | power +0 


3D MISSION: FIND THE Lost CHAO 


Jump onto the small platform from the rotating one that otherwise leads to the second point marker, being careful not 
to hit the spring. From there, wait for the quickly moving platform ahead to come toward you, then jump and hover onto 
it. You see two more platforms on your left: the one closest to you has fences on two sides, and the other is stacked 
with four iron containers. As you're moving toward the closest platform, jump and hover around the fences. From there, 
blast the four iron containers before hovering to the other platform. Hover once more onto the bridge ahead, and walk 
down toward the altar where the lost Chao is waiting. 


From the starting point, 
turn toward the screen, 
jump over three barri- 
cades, and look in the 
left-hand corner of the 
dead end. 


5TH MISSION: 
CLEAR HARD MODE 


Aside from the usual addition of more enemies with 
increased ageres- 
sion, the only other 
major change here 
is the disappear- 
ance of some of the 
moving platforms. 
If you practiced 
your hovering skills 
in the last mission, 
you should be fine. 


cf 


After bouncing from 
the first set of springs, 
whistle near tollbooth 
number one. 


Look on top of the yellow 
trashcans situated 

between the stage's first 
dash panels. 


{A[14000 pts.| | AJ under 1:20 under 2:30 | |A]14000 pts.|=| |A|16000 pts. 
B | 11000 pts. B| under 1:40 under 2:45 B {12000 pts. Me B | 14000 pts. 
C} 8000 pts.| | C] under 2:00 under 3:00 C | 10000 pts. |5 C /12000 pts. 
D| 6000 pts. D | under 2:30 under 3:30 D/ 8000 pis.|}©} | Dj) 10000 pts. 


Break the stack of crates The first Chao Box is Jump over the barricade You'll need the Air Shoes to get 

against the wall to the left tucked in a little nook to behind the first pulley and this. After taking the first pulley, 

of the first pulley. the left of that stack of look behind the sign that somersault under the roller to 
crates and the first pulley. says "Road Closed your left. Light dash across the 

Ahead." row of rings beyond, and you'll be led to three springs that 
you can bounce from to reach the very useful Flame Ring. 


After bouncing down a tunnel of springs, you come out 
with a set of three more springs in front of you. Use them 
to bounce up onto the road above, and break the wooden 
crate to the right. 


Look on top ofthe parricade just behind the stage's sec- 
ond pulley. If you grabbed the Flame Ring and took the 
nearby rocket, you'll have bypassed this pulley. To find it, 

simply drop down to the right off of the platform where the 
rocket dropped you. 


After the first point mark- 
er, you run through a 360- 
degree loop. Upon coming 
out of that loop, walk 
toward the screen and 
break the iron container. 


The second Chao Box is On the road just above After running down the road a ways, you come toa Look on top of the toll- 

on a ledge just below a where you found the sec- ramp, beyond which is a swing pole and a set of eleva- booths just before the 
series of beetles that you ond Chao Box, whistle tors. Use either means to reach the road above, and look second point marker. Hop 
can homing attack across. next to the pipe near the around the "Road Closed Ahead" sign to the left. up via the railing along 
It's pretty hard to miss. barricade. the side of the road. 


NAY Se 


After the second point marker, Break the qoeden crates at the bottom of the hill to reveal a spring that you can bounce Appears above the middle 
you'll run through two loops, from to the road above. Bounce up, and then swing from the pole at the end of this road pinnacle on top of the 

and then down a hill lined to reach the elevators ahead. From the tops of the elevators, perform a homing attack bridge-support tower. He 
with two ramps. Avoid them, across the series of three beetles to reach the high road beyond them. Bounce from the stays around longer than 
and look in the left-hand cor- set of springs at the end of this road, and you'll land on top of a bridge-support tower. usual, but you must still 
ner at the bottom of this hill. Whistle near the pipe next to the barricade up here. move quickly to catch him. 


After grinding the rails from 
either pinnacle of the bridge- 
support tower, walk toward 
the screen and look near the 
barricades in front of the 
"Road Closed Ahead" sign. 


Just past the "Road Closed 
Ahead" sign at the end of 
the middle road, you come 
to a stack of crates. The 
third Chao Box is tucked 
among these crates. 


Just ahead of the platform where you found the previous 
animal, there's a set of elevators that you can use to 
reach the road above. Once on that road, whistle near 
the pipe on the left side of tollbooth number one. 


2ND MISSION: 


If you stay in the middle of the road where 
most of the rings are, speedy completion of 


this mission should be a breeze. If you have 


the Air Shoes so you can light dash, it's 


even easier. 


Drop down onto the road 
to the right of where you 
found the third Chao 
Box. Break the wooden 
crates there. 


After running down a 
curved road following the 
tollbooths, you come to a 
fork. Whistle near the yel- 
low trashcan at the begin- 
ning of this fork in the road. 


Whistle near the yellow 
trashcan just before the 
third point marker. 


Look to the right of toll- 


booth number three just 
before the Goal Ring. 


The loop that follows the 
third point marker will prob- 
ably launch you onto a 
swing pole. Don't launch 
from this pole. Instead, drop 
onto the platform below. 


All of Shadow's stages are fairly straightforward, action-oriented affairs, where 
your only objective is to reach the goal without dying (sound familiar?). This isn't 
too difficult in Radical Highway, because the ae provides you with plenty of 


The handiest safety net in this stage comes 
after the second point marker. To get across 
this gap, you can jump straight up, swing 

i from the pole to the elevators, and then 
homing attack across some enemies to 
reach the other side. Failing that, you can 
just fall down and float across the gap. Be 
advised, however, that the former method 
leads to more rings. 


3RD MISSION: FIND THE Lost CHAO 


Getting to the necessary ancient shrine for this mission can be a little tricky. Once you reach this location (via either of the 
ramps on the previous road or the spring below), you can't use the aforementioned safety net. Instead, cross the gap by 
swinging from the pole to the elevators, and then homing attack across those enemies to reach the other side. Once there, 
run straight ahead and bounce off the spring to the top of the bridge-support tower. Jump onto either the left or right pinna- 
cle using the barricade or metal containers, and instead of grinding forward, turn around and grind the rail behind you. When 
you fly off, gently push up on the Control Stick to land on the support tower below. This is where you finally find the requi- 
site ancient shrine. Play the Mystic Melody on top of the shrine, and a pair of platforms appears. These lead to another plat- 
form where you find the lost Chao. 


4TH MISSION: REACH THE GOAL WITHIN 3:00 


This mission is extremely difficult and requires you to practice until you've mastered the stage. Light dash whenever possi- 
ble, launch from every ramp, and swing from every pole. Little time-saving measures like these add up. Also, when you get 
to the pinnacles of the bridge-support tower, take the left-hand rail for a bit of a shortcut. 
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51H MISSION: CLEAR HARD MODE 


In addition to the 
expected increase in 
enemies, in this mis- 
sion it's also more 
difficult to get 
across certain gaps. 
The most noticeable 
ay instance is that the 
aforementioned 
Safety net is gone. You must therefore take the high route, where the series of 
enemies has been replaced by a single enemy followed by a path of rings. 
Perform a homing attack on the enemy, and then light dash across the rings to 


> The other big difference is here. To reach the 
get to the other side. elevators, you must do a homing attack on the 


beetle before it disappears. 


(72) 


Small 


in This Stage: 


ron 
O 


Parrot 


swim +0 
fly +48 


power +4 


run+4 
power +40 


swim +8 


run+4 
power +36 


swim +8 
fly +12 
run+16 

power +12 


swim +32 


The second Chao Box is in 
the first green room west 
of the Egg Snake 
Chamber. 


Look on top of the giant 
scorpion statue in the 
room you start from. 


Look on top of the east- 
ern pillars in the Snake 
Altar room. 


Whistle atop the middle 
altar against the wall in 
the Egg Snake Chamber. 


Look in the bottom alcove 
in the wall across from the 
giant scorpion statue. 


a 


Play your Melody near the 
shrine atop the large central 
platform in the Snake Altar 
room. The blue swirl that 
appears will transport you 
to aroom with a Chao Box. 


Break down the stack of 
wooden crates in the east- 
ern wall of the Egg Snake 

Chamber. The Gold Beetle 
appears in the small room 
behind them. 


Break the wooden crates 
in the wall to the right of 
where you start. Enter the 
small room behind them, 
and whistle in front of the 
white flower on the wall. 


Now head out the western 
exit of the Egg Scorpion 
Chamber, and whistle near 
the pipe at the end of the 
following metallic hallway. 


ee a 


Break the cage in the northeast corner of the Snake Altar 
room by picking up one of the bombs that the Kiki throw. 
You can find a couple of Kiki atop the pillars in the same 
room. To pick up a bomb, press the B Button, then set it 


down next to the cage by pressing B again. ra 


Whistle next to the pipe 
on top of the giant fish 
statue in the—you 
guessed it—Egg Fish 
Chamber. 


“By Level-Up Item: Pick Nails 


Walk through the doorway 


ue in the Egg Fish 
Chamber, and you enter a 
room containing this cru- 
cial level-up item. 


beneath the giant fish stat- 


E 
Break the wooden crate in 
the near right-hand corner 
(relative to the entrance) of 
the room where you found 
the Pick Nails. Doing so will 
reveal the third Chao Box. 


Break the iron container in 
the ground to the immedi- 
ate right of where you 
found the Pick Nails. 


Break the crates beneath 
the giant weight in the Pick 
Nails room. To lift the 
weight, dive into the water 
below the giant fish statue, 
and flip the switch. 


7 Mission 1 fpeic® Mission 2 [frs.° Mission 3 Jp" app" Mission 
/A[12000 pts.| | A under 2:00 | [AJ under 1:00 | |A[13000 pts.|=| | A|13000 pts. 
B|10000 pts.| |B | under 2:30 B| under 1:30 | | B| 12000 pts. a |B {12000 pts. 
C} 8000 pts.| | Cj] under 3:00 C| under 2:00 | C | 10000 pts. 5 C |10000 pts. 
D| 6000 pts.| |DJ| under 4:00 | | D| under 3:00 D| 8000 pts.|©} |D| 8000 pts. | 
| 1ST MISSION: 2ND MISSION: 

FIND THE : GATE KEYS 


ae Your radar works the exact 
same way with the Gate 
Keys as it does with 
pieces of the Master 
merald. The problem is 
hat an invincible beetle 
robot relentlessly search- 
7 es you out in this stage. 
You see flashing green 
lights as he approaches, 
4 So take cover:in the shad- 
Ows as quickly as possi- 
A ble. If the lights turn red, 
he's spotted you and is 
| about to fire. 

Note: The layout of this 
stage can be a bit confus- 
| ing, but just remember 
| that it's divided into four basic sections: you begin in 
| the red Egg Scorpion Chamber to the south, the blue 
| Egg Fish Chamber is to the east, the green Egg Snake 

Chamber is to the north, and the Snake Altar room, with 
its circle of pillars, is to the west. 


| 38° MISSION: FIND THE Lost CHAO 


| COLLECT 1 00 RINGS 


| number 100 by gliding 
| from the tops of the 


Play the Mystic Melody at the ancient shrine 

j atop the large center platform in the Snake Altar 
4 room, and jump into the blue swirl that appears. 
# You're transported to a room with a giant weight 
that drops in the center, and a painting on the 
left-hand wall. Dig into the painting, and you 
land in a similar room with an identical painting 


ground to the south of the far left-hand 


Rings are scarce in this 
“}] stage, so avoid getting 
1 hit. To collect 100 rings 
as quickly as possible, 
grab every one from the 
room you start in, head 
out the exit beneath 
the giant scorpion stat- 
ue, and keep going 
straight until you reach 


| the Egg Snake chamber (picking up every single ring 
| along the way). From there, turn left and head toward 


the Snake Altar room. Upon entering, break the wooden 
crate to the left, next to the cand half-fish, to reveal a 
20- ring item box. If 
you've grabbed every 
other ring on the way 
here, you can obtain 


pillars or by collecting 
those atop the large 
central platform. 


4TH MISSION: GET 
| THE EMERALD 
PIECES IN 3:00 


Since this stage is relatively small 
and circular, simply run around 
until something comes up on your 
radar. The points you receive for 
finishing early are substantial, so 


+] in the shallow hole in the floor. Break © don't be 
=, through the first iron container in the afraid to 
reference a 


computer 
or two if 
you get 
stuck. 


q corner, and hit the exposed switch. 
4 Now dig into that painting in the 

"| floor to be transported to the pre- 
vious room where the weight is 
now suspended. Beneath it is the 
lost Chao. 


57H MISSION: CLEAR HARD MODE 


The first key is in a cage in the metal- 
lic hallway between the Egg Scorpion 
Chamber and the Egg Fish Chamber. 
To get to it you need one of the 
bombs that the Kiki throw. To find 
one, continue forward and go through 
the Egg Fish Chamber to the next hall- 
way. There's a Kiki in a cage here, and 
a missile. Don't fire, or you'll risk 
killing the Kiki. Instead, wait for him 
to throw a bomb, and then pick it up 
using the B Button. Walk back to the 
cage, drop the bomb, and the key is 
yours for the taking. 


Key number two is hidden in the right- 


hand scorpion's tail in the painting on 
the west wall of the Snake Altar room. 
Unfortunately a stack of cages is 
blocking it. You need to fetch another 
bomb, but before you do, smash the 
wooden crate on top of the altar 
below the painting and the iron con- 
tainer in front of it. Otherwise, you 
won't be able to get back up here 
while carrying a bomb. The closest 
Kiki is near the ceiling in both of the 
metallic hallways you just came from. 
Once you have a bomb, use it to blow 
up the cages, then climb up and dig 
into the scorpion’s tail. 


For the third and final key, head 
toward the Egg Snake Chamber. On 
your way, turn on the Treasure Scope 
and pick up a bomb from the Kiki in 
the metallic hallway. Keep the 
Treasure Scope turned on (in other 
words, don't jump), and when you 
enter the green room, you'll be able 
to see a spring in the center. Bounce 
up and land next to a cage contain- 
ing the last key. Use your bomb and 
grab it. 


Small 
Animals Found 
in This Stage: 


swim +20 
fly +16 
run +4 


DARK STORY 


swim +0 
fly +8 
run +40 


swim +8 
fly +8 


Look in the far right-hand 
corner of the room follow- 
ing the first hallway. 


After lowering from the 
stage's first pulley, walk 
toward the screen and 
whistle near the pipe on 
the wall. 


In the hallway after the 
first pulley, break the sec- 
ond crate on the left. 


|B | 30000 pts. 
|C 26000 pts. 
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This incredi- 
bly useful 
item allows 
you to hover 
by holding 
down the 

A Button during a jump. Use 
it to get across large gaps. 


After exiting the first room Upon entering the first Look on the right-hand The room following the first point marker is square, with 
in which you must hit a room with the green slime platform in the first room a large column in the center and an overhead platform 
switch to open the door, on either side, jump onto with the green slime on running from the column to each wall. You enter the 
break the crates in the the metal boxes to your either side. room from the southeast corner, and the Jet Engine is on 
hallway straight ahead left, and whistle. the west platform. To reach it, break the wooden crates 
along the west wall, and use the metal boxes as steps. 


=” Chao Box*1 


In the room following the The platform to the right 
one where you found the of the second Chao Box 
Jet Engine, look between lifts you so that you can 
the two floating platforms see the bat flying above 
straight ahead. the bridge ahead. 


In the room where you Break the iron container In the room where you 
found the Jet Engine, just beneath the platform found the Jet Engine, break 
break the wooden crate where you found the Jet the wooden crates along 
along the east side of the Engine. the south side of the cen- 
center column. ter column. Doing so 
exposes the first Chao Box. 


™! Chao Box+3 


Look near the rising canis- | | Appears while descending At the end of the descent 
ters in the far left-hand on the platform during where the Gold Beetle 
corner of the room follow- your second jaunt in space. appears, turn and hover 
ing the second point toward the screen to land 
marker. on a ledge where the final 
Chao Box is. 


At the bottom of the afore- | } After the third point 
mentioned descent, look marker, you take a long 
above the door that leads ride on a platform to a 
back inside. To reach the door above. Look along 
animal, jump onto the the fence to the left of 
fence and hover to it. that door. 


The next time you go out into space after passing the 
third point maker, you need to launch a missile to get 
through the door ahead. Before you do, break the crates 
behind the missile. 


Use the aforementioned 
missile, and look behind 
the door where the cages 
used to be. 


1ST MISSION: FIND THE WAY TO THE COLONy'S CorRE 


This level is very dark, so constantly swing around your lock-on laser to pick up any unseen enemies. Also, if you 
haven't played the Hero story already, practice using the Jet Engine as soon as you get it. Proficient hovering is a 
must for the remainder of Eggman’s 
adventures. 


The switch to open the locked door in the third The switch to open the locked door after the 

room is beneath some wooden crates in the second point marker is on top of the stack of 

corner of the room. boxes in the room. To reach the switch, destroy 
the wooden crates on the bottom of the stack. 


2 MISSION: 3D MISSION: FIND THE Lost CHAO 
Co.tect 100 RINGs 

When you get to the room where Make your way to the edge of the first catwalk out in space, and you'll see a 
the Jet Engine was, take a moment platform hovering just below on your right. Jump onto it to be elevated to 

to pick up the two items boxes (one another short catwalk with an ancient shrine at the end. Play the Mystic 

is in the balloon and the other is Melody atop the shrine, and a series of platforms appear, leading you to a 
beneath a crate south of the center door. Walk through it and the following door, and you'll come to a large gap 
column); each contains 10 rings. with yet another door positioned slightly lower on the opposite side. Hover 
The rest are along the main path; across, and blast the enemy that appears while you're in midair to unlock the 
just keep firing in front of you to door. Walk through one last door, and the Chao is yours. 

prevent getting hit. 


4TH MISSION: REACH THE GOAL WITHIN 3:30 


\ieeres oe deere Three and a half minutes is plenty of time to 
Vo eo complete this level. Just keep firing to clear 
the path of any unseen enemies. If you’re try- 
ing to score anA, you might want to take a 

# little extra time to lock onto and destroy as 
many enemies as possible for extra points. 


51TH MISSION: CLEAR HARD MODE 


The next change involves 


The switch to 


Watch that opening the door in the open the door 
first step! third room. Those wooden in the first 
When lock- crates have been replaced green slime 
ing onto by a stack of iron containers room is beneath 
the explo and metal boxes. Destroy the left iron 
‘ ; the containers, and jump to container below 
sives on the the top of what's left. Hover you. Note that 
door, you'll along the rings to another only the eleva- 
likely blow stack of boxes, and from tor on the right 
up a sec- there to yet another, where works now. 
i the switch is. 
a of the When you enter the room Finally, there is 
Oey where you found the Jet no longer a 
front of Engine, walk forward a bit switch to open 
ou. jum and to your right. You see this door. 
y p 
over the two metal boxes stacked Instead, you 
@ on top of an iron contain- must destroy 
Be ae e Fer. Blast the container to every enemy in 
: : Pee drop the boxes, because the room, 
but the first a Bi those are the steps you including one 
of many v =} need to reach the plat- that can only 
changes in forms above. To get on be seen by 


top of the boxes, hover breaking down 
over from the cages on the stacks of boxes and grabbing the pulley from the top. 
the left. 


Hard mode. 


DarK STORY 


Volkan 
Cannon 
power-up. 
Dr. Eggman 
can now 
break iron 
containers simply by shoot- 
ing them. 


Animals Found 
_in This Stage: 


swim +8 
fly +8 
run+16 


¥ 


Look in the middle garage 
on the left side of the first 
aircraft carrier (where you 
start the stage). 


Whistle near the pipe next Look between the first 
to the first radar dish on two cylindrical fuel tanks 
your right. on your left. 


7 run+0 
power +8 


ay. 42 


"’ ChaoBox#1 


run +40 
wer +8 


At the end of the first air- Look along the fence on 
craft carrier, whistle near the left-hand side of the 
the pipe between the two platform that follows the 
cylindrical fuel tanks on first point marker. 
the right. 


The first Chao Boxisina 
small nook just past those 
garages on the first air- 
craft carrier. 


hover from catwalk to cat- 
walk until you come to one 
blocked off by a stack of 
iron containers. Break the 
containers on the right. 


hae . 
Phoenix po 


wer +16 


* Mission 1 
A 30000 pts. 


|B | 28000 pts. 


Look in the near right- 
hand corner of the plat- 
form with the balloon and 
two items boxes. 


Keep progressing after the 
second point marker until 
you come to a stack of 
iron containers blocking 
three springs. Break the 
iron containers to the left. 


Sea Otter 


Whistle next to the pipe in 
the near right-hand corner 
of the platform following 
the third corner. 


ela BED Mission RANKINGS: 


CE BL e230 428000 nts. 
© 125000 pts.| |C| under 2:45 | |C| under 3:00 _ 


After taking a pulley to 
the second aircraft carrier, 
look before the garages 
on the right. 


Look to the right of the 
first fighter jet on the third 
aircraft carrier. 


On the catwalk leading to 
the Goal Ring, walk 
toward the screen and 
look near the edge. 


Stay sharp in this level; enemies 
jare almost constantly swooping 
| down and attacking aggressive- 
ly. Be prepared to dodge their 

@ attacks and then return fire. If 

-} you're looking to rack up a lot of 
J points, lock onto the dozens 
upon dozens of stationary, deac- 
“=| tivated robots 10-plus at a time. 


Look in the far left-hand 
corner of the second air- 
craft carrier. 


Whistle near the pipe in 
the first garage on the 
left-hand side of the third 
aircraft carrier. 


__ chao PROX #20 


aon @ t 


The second Chao Box is 
hidden next to the cylin- 
drical fuel tanks on the 
right-hand side of the sec- 
ond aircraft carrier. 


At the end Sethe third air- 
craft carrier, look on top of 
the cylindrical fuel tank in 
the right-hand corner. To 
reach it, take the pulley in 
the middle of the carrier. 


1A130000 pts. 


|B | 28000 pts. 
|C 124000 pts. 
|D | 15000 pts. | 


On the platform where the 
second point marker is, 
whistle next to the pipe in 
the near left-hand corner. 


# Chao Box#3 


At the end of the third air- 
craft carrier, the final Chao 
Box is right next to the 
cylindrical fuel tank in the 
right-hand corner. 


When hovering 
toward the platform 
4 that follows the 
third carrier, stay 
airborne for a cou- 
ple of extra seconds 
and wait for the 
passing jets to 

7 unload their bombs. 


2ND MISSION: 3RD MISSION: 
CoLLect 100 RINGS § FIND THE Lost CHAO 
Completing this mission in less (MysTIC MELopy REQ.) 


than two minutes isn't much of a 
problem as long as you avoid get- 
ting hit. Just stop by the garages 
that contain rings, and burst every 
balloon. 


On the third aircraft carrier, look in 
the last garage to the left, and play 
the Mystic Melody near the ancient 
shrine in there to make a blue swirl 
appear. Jump in, and you're trans- 
ported to a platform where the lost 
Chao is tucked between some 
“metal boxes. 


5TH MISSION: 
CLEAR HARD MODE 


In addition to some more aggres- 
sive enemies, this mission contains 
a couple of minor path changes. 


Boss: TAILS 


with your laser. If he's not walking 


To defeat Sonic's loyal sidekick, wait for him to come at you before locking on 


4TH MISSION: 
REACH THE GOAL 
WITHIN 2:45 


Completing this mission is easy as 
long as you can resist the tempta- 
tion to stop and destroy all of those 
helpless, stationary enemies. Do 
continually fire as you walk, howev- 
er, to smash any iron containers in 
your way. 


straight ahead, he'll be able to avoid 
most of your attacks. Don't let him get 
too close, however, or he'll try to punch 
you with that propeller. Also keep an 
eye on your health gauge, picking up 
rings if you need them. Tails 
should go down 
after 4-6 hits. 


; a 
| primer cages 
¥ 


The first involves crossing this gap. After 
destroying the iron containers on the other 
side, you must now hover across from atop 

the metal box on your right. y 


Tails is fairly aggressive, so wait for him to 
come at you, and then lock on with your 
laser. Teach that meddlesome fox not to 
mess with the doctor. 


iS oie SS sets bade a 2s 
If you get too close to Tails, it's difficult to 
see his cannon fire, and he might try to 
punch you. Keep your distance. 


The other point of difficulty is when you run 
into these spiked balls on the third carrier. 
The best way to get past them is to grab 
onto the pulley and hover over. 


®) 


TV VV VV VV VV VV VX 


Small 
Animals Found 
in This Stage: 
ro swim +0 


fly +48 
baad 


Parrot | power +4 


7) lel ; 

Open the safe just above Break the cage on top of the highest platform above 
the large box in the corner section C. To do so, glide to the platform in the corner 
between blue sections B between blue sections B and C, and launch the mis- 
and C. The first Chao Box sile there. 

is inside the safe. 


Look on top of the large 
— box in the corner between 
swim +20} | biue sections B and C. 

fly +60 


oe power +16 


: ary 
ret 8 > Level-Up Item: Treasure Scope 
yr eed te os . 
run +4 a ee things that y / 
Raccoon} power +8 


IU COUIAN 


swim +8 


run +4 
Bear — | power +36 


Play the Mystic Melody near the Sob Whistle near the pipe The second Chao Box is 
ancient shrine in yellow section C. Jump atop the first large block between the second and 
across the series of platforms that i to the right across from third large boxes across 
appears, destroy the iron containers in Fay eos 5 red section A. from red section A. 
the wall, and walk down the revealed 
passage to grab the Treasure Scope. 


7 Gold Beetle 


Zz be y swim +12 
we ive fly +32 
Wage run +4 

Phoenix | power +16 


Break the iron container Appears while you're tak- (Animals 5 through 7 are The final Chao Box is next Whistle next to the 
on top of the highest plat- ing the pulley to the sec- on the Second Floor) to the giant falling weight ancient shrine on the plat- 
form above section A. f ond floor. Jump off and Look on top of the second ahead and to the right of form high above the 

glide into the Beetle for parts container to the left the yellow letters. switch for the red safes. 


1,000 points. past the yellow letters. 


|__Raccoon __| 
; es 


Lo 


Flip the switch for the 
red safes, and drop back 
down to the first floor. 
Open the middle safe on 
the bottom of red 
section C. 


aust 


iss. te? Mission 2 fee Manion 3 Be.” Mision 4 fa Missin 
A|12000 pts.| | A] under 4:00 A| under 0:30 | | A|13000 pts. S A |16000 pts. 
B | 10000 pts. B | under 4:30 B | under 1:00 B | 12000 pts. | ' B | 15000 pts. | 
TC] 8000 pts.| [C| under 5:00 | |C| under 2:00 | [C|10000 pts.|55| |C]13000 pts._ 
'D| 6000 pts.| |D| under 5:30 | |D| under 3:00 | |D| 8000 pts.|©} |D|10000 pts. 


1ST MISSION: STEAL THE 3 CHAOS EMERALDS IN 5 MINUTES 


Finding Chaos Emeralds works the 
same way as finding pieces of the 

| Master Emerald, except in this case 

| there's a time limit. Fortunately, 

| Security Hall isn't very large, so find- 
ing the gems with your radar doesn't 
take too long. Beware of the sweep- 
ing laser patterns throughout the 
stage, however, because it's easy to 


| get caught up in them and lose a life. 


Hitting these switches on the second 
floor unlocks the safes of the corre- 
) sponding color in the room below 


To reach the top floor, take 
this pulley across 
from blue section B. 


To safely get back (note that only one color can be 
down, take the adja" unlocked at a time). Once unlocked, 
cent pulley. you can open the safes by digging 


into the flashing "G." 


04:00:0 


Four minutes may seem like a long time 
to complete this mission, but the rings 
Hare scarce and scattered. After picking up 
the five in front of you at the beginning of 
the stage, head for the top floor and 
climb to the platform high above the red 
safe switch. Playing your Mystic Melody 
near the shrine on this platform causes a 
whopping 40 rings to appear below. Find 
another 24 near the pulley. An item box 
beneath this 
iron container 
past the blue 
letters holds 
10 more. To 
find the rest, 
drop down 
and doa 
sweep of the 
lower floor. 


380 MISSION: FIND 
THE Lost CHAO 


Take the pulley to the top floor and 
stand in front of the yellow letters. 
Turn on your Treasure Scope, and 
you see a Spring on top of the let- 
ter "B." Bounce from it to reach a 
platform where you find Security 
Hall's lost Chao. 


| 4TH MISSION: COLLECT THE CHAOS EMERALDS IN 3: oe 


As mentioned before, Security Hallisn't very ies P 1 ie | ag 5" 
large, so finding the Emeralds with your ee LEZ : 2 = Sot 
radar shouldn't take too long. Begin by glid- 
ing around the lower floor, and if nothing 
comes up, move to the top. Note that Chaos 
Emeralds can be hidden inside safes. 


= | 0rill Dri 


& 
OO 


The first Chaos Emerald is hovering For the second Emerald, head tothe ~— While you're up there, flip the red safe 


above the floor fans to the right of top floor and navigate through the switch before dropping back down. 
where you begin. The current juggles lasers and toward the yellow safe The final Emerald is in the red safe 
—— you above the switch. Climb up one of the two large _ behind the giant falling weight in sec- 
Emerald's location, boxes just in front of it, and glide over tion B. To suspend the weight, climb 
so you have to per- to the Emerald floating between onto the highest beam, break the iron 


form adrill attack them. container, and turn on your Treasure 
to grab it. Scope. A spring appears, bouncing you 
to the requisite switch on the ceiling. 


) Boss: R- 1/A FLYING DoG 


This guy is just a flying version of the B-3x Hotshot you fought earlier 
with Shadow. To avoid his machine gun fire, simply climb up either of 
the fences and wait for him to stop firing and moving. When he does, 
glide for the cockpit before he has a tele to unload his missiles. 


After you hit him twice, 
he tries to lock onto you with 
| a crosshairs. Keep moving to avoid being 

| caught in his sights, or you'll be blasted by a 


| huge laser. After the fourth hit, he won't stop The alin way to are the Flying Dog is to When he tries to lock onto you with those 
to fire missiles anymore, so try to finish him glide from one of these fences. Be sure to crosshairs, don't let him, or you'll be on the 
off after avoiding the crosshairs aim for the cockpit. receiving end of his ridiculously huge laser. 


Small 
Animals Found 
in This Stage: 
y” m. 
[42 swim +0 
, fly +48 
td ee coe 
Parrot | power+4 | = CREASE Se reece 
— Whistle at the tree to your After swinging from the 
1 : left just before the second first vine, you'll land in 
r swim +8 row of rings on the first front of a set of three 
fly+12} | half-pipe. springs. Somersault under 
Skunk run + He the fence to their right. 
un power + 
swim +8 
run+4 
ear | power +36 
Dag > swim +12 
fly +48 
i ! g 
Somersault under the Somersault under the 
; fence just ahead of fence to the left of that 
swim +20 where you found the moss-covered log, and 
my ie previous pipe, and look you'll find the first Chao 
u 


around the moss-covered Box just beyond. 


log to the left. 


Ry Peacock _| 


'OIAD 


ii eee eee 
Bounce from the spring 
just ahead of that first 
giant weight, and whis- 
tle at the first tree to 
your right. 


Jump on top of the stage's 
first giant falling weight. 


ond level of this room. 


PL. vel-Up Item: Air Shoes 


06:08;76 


After swinging from the vine that eventually follows the 
third point marker, break the wooden crate ahead to your 
right. Drop down the exposed hole, and you'll land right 
next to the Air Shoes. 


After swinging from the 
vine that eventually fol- 
lows the third point 
marker, look to your 
immediate left. 


ow 


se 


After launching from a jump plate that eventually follows 
the second point marker, you drop into a large, multi- 
tiered room. Look next to the right-hand wall on the sec- 


ain 


After launching from the 
stage's first jump plate, 
look around the first torch 
to your right. You'll probably 
have to walk back toward 
the screen to spot it. 


Whistle near the pipe on 
the left-hand wall just 
past where you found the 
previous animal. 


Get back onto the main path after grabbing the Chao 
Key, and break the iron container next to the bomb item 
box ahead. Hit the revealed switch, light dash up the 
row of rings that appears, and jump on top of the pulley 
to your right. 


9 i eee 


Ee SS 

The exit to this large, 
multi-tiered room is 
blocked by a stack of 
wooden crates. Whistle 
near the pipe to the right 
of these crates. 


'@7 Gold Beetle 


rea 


Progress forward until you swing from yet another vine. 
The path you drop onto has three grassy platforms: two 
parallel to each other and a third connecting them. The 
Gold Beetle appears just ahead of these three platforms. 


A/14000 pts. || | A] under 1:30 | | A| under 3:20 |A/14000 pts. = | | A|13000 pts. 
B | 12000 pts. || |B| under 2:00 | |B | under 3:40 | [B| 13000 pts. | 1B 12000 pts. 
C {10000 pts.|2| [C[ under 2:30 | [C | under 4:00 | [C|12000 prs. |S] [C [10000 pts. 
D|_8000 pts. |©} |D | under 3:00 | |D| under 5:00 | |D/10000 pts.|©| |D| 8000 pts. 


Look around the fence 
that you had to somer- 
sault under to reach the 
second Chao Box. 


Whistle near the pipe on Look atop the tree stump On the path following the one where the Gold Beetle 
the left-hand side of those | } just ahead and to the appeared, continue past the giant falling weight, and 
three grassy platforms. right of those three grassy somersault under the fence. The second Chao Box is 
platforms. just ahead. 


After launching from two consecutive bungee vines, hold Jump on top of the 
back on the Control Stick to avoid grabbing a third vine. grassy platform just in 
Instead, walk forward, somersault under the fence to front of the final Chao 
your left, and look behind the grassy platform to find the Box, and whistle on its 
final Chao Box. left-hand side. 


Bounce from the spring 
next to the second Chao 
Box, and walk toward the 
screen until you see a 
pipe on the left-hand wall. 
Whistle near that pipe. 


1ST MISSION: CUT THROUGH 2ND MISSION: 
THE JUNGLE 1 IN NI 0: 00 Co.ttect 100 RINGS 


This level has a 10- There are plenty of rings in this level, but collect- 
minute time limit, ing 100 in under a minute and a half can be a little 
but don’t worry— tight. There are two 
that's more than items boxes that 
enough time to can expedite the 
explore, grab the process, however. 
Air Shoes, and 
even collect every 
4) small animal. It's 

~ relatively straight- 
seq forward, and sur- 
|] prisingly easy for 
this late point in 
the game, so enjoy 
the sights. 


You can reach the first box 
(containing 20 rings), by 
bouncing off the dual springs 
that follow the first jump plate. 


The second (containing 
#10 more) is atop the 
palm tree to your right, 
=} on the way down from 

§ using the next spring. 


5TH MISSION: CLEAR HARD MODE 


rae You'll notice a major difference 
s almost right away: as the 
spring at the end of the first 
half-pipe has been moved to a 
platform floating in the air. 
Jump and use a homing attack 
to reach it. 


The next significant change is 
that the spring here has disap- 
peared completely. You must 
use the ledges on your right to 
get up above. 


| | The row of rings here has 

| also disappeared, so you 
have to drop down and use 
the route where you found 
the Air Shoes. 


>} Another spring here is gone, 

4 so you have to jump on top of 
this new giant weight to reach 
4 the upper level. 


3D MISSION: FIND THE Lost CHAO 


Use the spring next to the second Chao Box to bounce up to the level 
above. Once there, rather than taking the vine in front of you, turn 
toward the camera and run until you come to an ancient shrine at a 
dead end. Play the Mystic Melody atop the shrine to make a Series of 
platforms appear. Jump across them, and you come to a floating 
enemy with another platform behind him. Perform a homing attack to 
reach that platform, and then grab the vine there to go for a little ride. 
You end up facing a large gap with a platform on the other side and a 
single floating enemy in front of you. Wait for his force field to dissi- 
pate, then do a homing attack. Another enemy immediately appears 
behind him. Homing attack that one as well, and continue this way 
until you reach the platform and the lost Chao that's waiting there. 


4TH MISSION: 
REACH THE GOAL 
WITHIN 3:00 


If you light dash whenever pos- 
sible, hit every dash panel, and 
avoid any unnecessary stops, 
completing this level in under 
three minutes should be a 
piece of cake. 


Boss: SONIC 


In one of the strangest 
moments in Sonic history, 
it's time for you to beat up on 
Sega's mascot. There are two 
ways to hurt Sonic: either hit 
him with a homing attack from 
behind, or simply somersault 
into him. If you see him jump up 
to hit you with a homing attack, 
get moving! You'll probably 
need to jump to deflect his 
assault. The battlefield is very 
small, and if you fall off you lose a life. 
Therefore, try to stay in the center. 


on imarer\, Bi c If Sonic jumps, it probably 
Ca Z means he's about to launch a 
: Sey a se homing attack. Jump up to 
meet him, and he'll bounce 
harmlessly off of you. 


Long-time Sonic fans may be 
riddled with guilt for bullying 
their favorite character. Don't 
worry; he'll make a full 

y recovery. 


1ST MISSION: CHASE THE TORNADO 


In this level, Rouge takes a break 
from treasure hunting to chase 
down Tails in a race kart. Avoid hit- 
ting walls and cars (of course) while 
collecting as many rings as possi- 
ble. Every time you nab 20 rings, 
you're rewarded with a speed boost 
(activated by pressing the Y 
Button). Also, you can power slide 


around some of the tighter turns by _ these turns, because there are no railings to 
letting up on the accelerator, begin- prevent you from falling into the water. 
ning the turn, and then accelerating 
again. This can help you achieve a 
much better time. 


3D MISSION: 
Don’T Hit OTHER CARS 


This may sound easy, but if you're not careful it 
can be extremely frustrating. Just take your time 
and don't be afraid to hit the brakes, even if you're 
trying to score an A. Three and a half minutes is 
plenty of time. 


ag LAP oo: 4e8:36 
/>» LAP ol:ee:56 


Leal 


Be particularly careful when going around 


BRK 
GRP 


Selecta driver, 
Sie = 


2P Versus Kart Race: There's no upgrade in 
this level, but successfully completing the 
first mission opens the two-player Kart Race 
battle (or the single-player Kart Race if you 
haven't completed Tails’ Route 101 yet). 


2ND MISSION: 
CoLLect 100 
RINGS 


Follow the same strategy as 
you did in the first mission, 
and be sure to hit all of the bal- 
loons. Each one randomly con- 
tains between 10 and 40 rings. 
Avoid any catastrophic mis- 
takes, and you'll complete this 
mission in no time. 


IME oo 4ec0 tan 00: 4a: 


ATH MISSION: 
DON’T HIT THE WALLS 


Everything above applies here as well. 
Additionally, don't try to power slide. Take the 
turns slowly, and only use the speed boost on 
straightaways. Be particularly careful in the narrow 
tunnels towards the end. Again, you have plenty of 
time to 
score 
anA. 


TA | under 3: 20 TA! under 2:00 | |A/ under 3:30} |AJ| under 3:45 A} under 3:20 
B} under 3:30 B | under 2:30 B/ under 3:40 B| under 3:50 B/ under 3:30 
C} under 3:40 C | under 3:00 C | under 3:50 C} under 3:55 C} under 3:40 
D| under 3:50 D | under 3:30 D | under 4:00 D)| under 4:00 D| under 3:50 
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LAP oo:as:01 


LAP oc:esos 


The bad news is that there are a lot more cars 


LAP ominnjen 


on the road and they're intent on cutting you 


TIME ooesos LAP aemme 

U 

Sates Z 4 
DG > % ss 


se age 


off. The good news is that you can run into 
walls again, so power slide early and often. In 
fact, try to maintain a perpetual power slide; 
doing so seems to maintain a higher top speed. 


Small 
Animals Found 
_in This Stage: 
swim +8 
fly +8 
run+16 = 
Sheep | power +16 — aa mag ' — - 
At the end of the first rail, Look between the first Look on a are free Break the first barrel on 
nae look on the platform two steel beams on the steel beam just before the | } the left after using the 
swim below. You may have to right after the first rail. first propeller spring. To first propeller spring. 
backtrack a couple of get up there, do a homing 
run +4 steps and drop down to attack on the set of three 
Bear | power +36} | reach this platform. springs below. 
oe “60] F Level-Up Item: Ancient Light 


med run +20 
Tiger | power +36 go — : 
es After using that first pro- Instead of taking the first Break open the frst chad Box and stand where it used 
7 = peller spring, progress for- | | rocket, do a homing to be. Another floating enemy should appear. Perform 
Ay me swim +12} | ward until you come toa attack to the floating a homing attack on him, then the enemy behind him, 
has —“ fly +32 barricade with a pipe in enemy on the left to reach and then onto a floating spring. As you're bouncing, 
A run +4 front of it. Whistle near the platform where the push forward on the Control Stick to land next to the 


Phdenix | power +16 


the pipe. 


first Chao Box is. 


Ancient Light. 


A} 14000 pts. 
B | 13000 pts. 
C/ 11000 pts. 
D| 9000 pts. 


Walk to the edge of the 
steel beam jutting out to 
the right of the first 


point marker. 


Use the oropellee Spring ae beyor thé Petond Chao 
Box to reach a ledge high above. Once there, break the 
wooden crate and whistle near the revealed pipe. 


the final Chao Box is. 


you're grinding the long 
rails that follow the third 
point marker. 


Work your way up the ledges ahead and to the left of 
where you found the previous animal. When you get to 
the first propeller spring, bounce to its peak and doa 
homing attack into the small alcove on the right, where 


Appears to the right while 


under 1:15 | 1A 


A ‘under 1:10 
B | under 1:45 B| under 1:30 
C} under 2:15 C} under 1:45 
D} under 2:30 D | under 2:00 


After grinding the a rails that follow the first Roint 


marker, you land on a ledge with two short rails. Slowly 
grind the right one, jump off onto the ledge below, and 
whistle next to the pipe on your left. 


ia to the Rent of the 
second point marker. If it 
weren't for the tiger's 
color blending in with the 
ground, he'd be almost 
impossible to miss. 


Use the floating spring 
below and to the right of 
the alcove where you 
found the final Chao Box 
to reach a small ledge. 


Upon landing from the 
long rails that follow the 


a = 


Z i 
ay i, Baz Z 


= 
A/14000 pts. |=} |A/10000 pts. 
B |} 12000 pts. | = B/ 9000 pts. 
C [10000 prs. |3| [C] 8000 prs. 
D| 8000 pts.|©} |D} 7000 pts. 


jae off the ledge iiae you found the previous pipe, 
and as you pass the spring, perform a homing attack 
while holding up and left on the Control Stick. You should 
land on a ledge below where the second Chao Box is. 


Now use the propeller 
spring to reach the 


Grind the left- Hand rail 
after the second point 
marker, and when you 
see the jack-o-lantern pil- 
lar to your left, jump on 
top of it. 


Whistle near the pipe on 
the ledge above and to 
the left of the propeller 
spring that you used to 
reach the final Chao Box. 


Jump onto the large plat- 
form ahead, and whistle 


Look along the ground to 


Upon landing from the 
long rails that follow the 
second point marker, 
look next to the tree on 
your left. 


the left of the church 
steeple just before the 
third point marker. 


Jump up another level, 
and look in the right-hand 
corner behind the tree. 


third point marker, you see 
a propeller spring ahead. 
Whistle near the pipe to 


the left of that spring. 


ledge above and to your 
right. Look next to the 
fire-breathing skull on 
that ledge. 


next to the pipe near the 
barrel on your left. 


Walk to the edge of the 

steel beam jutting out to 
the right just before the 

Goal Ring. 


Grind the next ean rail, 
and upon landing, walk 
toward the screen and 
look near the middle 
barricade. 


157 MISSION: CHASE THE 
TORNADO 


wm [his can be one of 
“4 the most difficult 

7 stages in the 
| game, particularly 
if you're lured 
onto its various 
precipitous ledges 
by the many scat- 
tered item boxes. 
il . Just be careful and 
make precise movements. Also, if you haven't mas- 
tered the homing attack by now, you have to do so 
here if you ever want to reach the goal. 


The trick to using these 


neath them is to perform a 
homing attack into them, let 
Shadow bounce as high as he 
can, and then perform anoth- 
er one. Every time you do 
this, the spring rises beneath 
Shadow until it peaks at the 
orange circle floating above. 


3D MISSION: 
FIND THE Lost CHAO 


Play your Mystic Melody at the ancient shrine to 
the left of the second ae marker, and a path of 
—— 3 rings will appear. 

m®} Light dash across 

1 them, and then 

q use a series of 
propeller springs 

to reach the top of 

| the hill where the 

| Chao is. 


springs with propellers under- 


2ND MISSION: COLLECT 100 RINGS 


To quickly complete this mission, go straight along the 
main path (hitting the 
item box accessible via 
the first propeller 
spring) until you reach 
this ledge. Here, instead 
of using the spring, 
jump around the moun- 
tain to the ledge below, 
where you found the 2 
second Chao Box. You may pe to Sanaa a Romine 
attack at the end of your descent to reach it. There are 
two item boxes down here containing a total of 30 rings. 
Work your way back up the mountain, and take the 
right-hand rail after crossing the second point marker. 

Jump from the end of 
the rail and perform 
another homing attack 
to try to reach this item 
box. Either it or the one 
on the ground below 
should give you ring 
number 100. 


4TH MISSION: 
REACH THE GOAL WITHIN 2:00 


If you always crouch when grinding rails, and 

ignore any enemies that aren't in your path, com- 

pleting this stage in less than two minutes should 
. weeny HE A SNAP. 


Boss: EGG GOLEM 


Before proceeding to Mad Space, you must 
defeat this enormous rock golem with Dr. 
Eggman. Begin by shooting at him with the 
Volkan Cannon until one of the cracks in his 
chest opens up. When it does, lock onto the 
exposed mechanical part three times, and 


51TH MISSION: 
CLEAR HARD MODE 


jos 2 


cracks to finish him off. It's fairly easy to 
dodge his attacks 
(just keep running 
in a circle), but if 
your HP gauge gets 
low, hover down 
onto the platforms 
below to find some 
rings and a health 
kit. Just be sure not 


ee NEN * a > 
Aside from the usual addition of 
more aggressive enemies, this 
mission also places spiked balls 
on many of the rails. To get by 
them, jump over onto the adja- 
cent rail by pushing the Control 


After breaking open one of those __If you start to fall toward the 


A : ‘ a a cracks in the Egg Golem's chest, | quicksand below, hover and find 
on left or nent ane’ to fall into the lock on and fire at the exposed _— a platform to land on. You might 
ously pressing the utton. quicksand, or mechanical innards. as well grab some rings while 

Eggman will croak. vor re'down Here, 


Small 
Animals Found 
in This Stage: 


9.2) swim +20 


fly +16 
run+4 
OOn} power +8 


mat 


Break the iron container Drop to the lower level, Jump over the fence clos- 
to the right of the start- jump over the fence est to an iron container on 


aie oWiIM + 12 ing point on the space behind the spring, and the lower level, and land 


fly +48 station. land on the platform on the platform below. 
: below. Whistle near the The first Chao Box is on 
Peacock pipe on this platform. this platform. 
f=}] Peacock 
run+4 aah 7 c ie 
or’ power +40 
bine 
Coy swim +0 
5 fly +48 = ‘ : 
é ower +4 ——— = : if ; 
Pa rot E On the platform where you found the first Chao Box, Look above the entrance 
7 ae . walk toward the edge where the computer is floating. a of the blue space pod 
ALY rage swim+12] | com there, glide to the platform ahead and slightly : : where you found the Iron 
a fly +32) | to the right, and then whistle near the pipe on that $ Boots (see next page). 
a run+4 platform. g 


Phoenix power +16 


under 1:30 14000 pts. 
under 2:00 B |12000 pts. 
under 4:00 C /} 10000 pts. 
under 5:00 D}| 8000 pts. 


12000 pis. 
10000 pis. 
8000 pts. 
6000 pts. 


|A]| 14000 pts.| | A| under 2:30 
Bj} 12000 pts.) |B) under 3:00 
C} 10000 pts.) | C)} under 4:30 
D| 8000 pts.) |D) under 5:00 


Iron Boots 


py: LINI 


A 
B 
Cc 
D 


1A 
B 
Cc 
D 


oe 


= #4 x ) : SESS inion... 
This crucial upgrade is in ir ki The Capsule Planet has | From the T where you found 
the blue space pod atop three T-shaped mechani- \ . the previous animal, walk 
the Spherical Planet. You ! cal structures on it. Look \ toward the end of the planet 
need it to complete the | in the right-hand corner of : tilting upward, and break the 
rest of the stage. the T on the end of the ae wooden crate floating near 
planet tilting downward. the other T to your right. 


er ad bee aes : 
The second Chao Box is on the platform nearest the very ip az Look around the outside 
end of the planet tilting upward. This platform is to the of the blue space pod on 
right of the T where you found the previous animal. : top of the Holy Planet. 


"$F Gold Beetle 


on 

* Ae 

; VA is 

The final Chao Box is on Facing the space station, jump to your right off of the After landing on that next upper ledge, drop to the large 
an upper ledge of the ledge where you found the final Chao Box. The Gold platform below where an ancient shrine is. Whistle near 
space station witha Beetle appears while you glide toward the next ledge. the pipe behind the lamppost to the left of the shrine. 


hawk enemy, a computer, 
and a rocket. 


2 os @ i J 
: rae @ 


Keep gliding around the space station until you get to 
an upper ledge with two floating boxes and three 
grounded ones. Whistle near the pipe between the 
grounded boxes. 


Facing away from the space station, jump off of the ledge 
where you found the previous animal, and glide toward 
the floating metal boxes ahead. A Phoenix is flying 
between the two boxes that are very close to each other. 


1ST MISSION: FIND 3 PIECES OF THE 
MASTER EMERALD 


This stage is divided into five main 
sections: the space Station you start 
on, another enormous space station 
@y high above, and three "planets." 

@ Each of the switches on the space 
Station you start from activates the 
corresponding rocket on the platform 
above. The one straight ahead of 
| where you start takes you to the 
Capsule Planet, the one to your right 
takes you to the Spherical Planet, 
and the one to your left takes you to the Holy Planet. Note that the 
switches for the Capsule Planet and the Holy Planet are beneath iron 
containers, and thus can't be accessed until you've obtained the Iron 
Boots. To reach the enormous space station, go to the Holy Planet and 
use the rocket on top of the blue space pod in the center. 


2ND MISSION: 
CoLLect 100 
RINGS 


Rings are quite sparse here, 
and collecting 100 in fewer than 
two and a half minutes is 
extremely difficult. After grab- 
bing the nine right in front of 
you, rocket to the enormous 
space Station first, and collect 
about 35 rings up there. Next, 
drop to the Capsule Planet and 
collect another 15 before drop- 
ping back to where you started. 
Grab the item box containing 
20 rings on the platform below, 
and then pick up the final 21 on 
the outlying platforms. 


To escape the Spherical Planet's immense 
gravity, you must use the rocket on top of the 
space pod where you find the upgrade. The 


Because this stage is so large and confusing, 
you'll probably want to reference the comput- 
ers. The hints they give either have backwards 


switch to activate the rocket is hidden beneath _ text, or are lies. For instance, if it says "lowest 


an iron container under the same pod. 


3RD MISSION: FIND THE LOST 
CHAO 


Advance up to the enormous space station, and 
climb to the upper ledge with the five floating 
boxes. From there, drop to the large platform 
below, and approach the ancient shrine. Play your 
Mystic Melody, and then jump into the blue swirl 
that appears to be transported to a hallway 
blocked off by six iron containers. Smash the con- 
tainers and jump into a second blue swirl that was 
behind them. You're as to an identical 

re : hallway (only 
4 with an enemy 
instead of con- 
tainers) housing 


# Jump into it to be 
transported to 
the lost Chao's 
location. 


point," the truth is "highest point." 


a third blue swirl. 


4TH MISSION: COLLECT THE 
EMERALD PIECES IN 4:30 


The enormity of 
Mad Space can 
make this mission & 
rather difficult, so f 
be sure you know = 
your way around. 
The best strategy 
is to head for the 
enormous space 
Station, and then 
work your way 
down until something comes up on the radar. 
Unless you're lucky, you'll have to reference a cou- 
ple of computers for hints. 


51H MISSION: CLEAR HARD MODE 
SE 


The final piece is 
above this platform, 
@ near the upper 

4} ledges of the enor- 
mous space station 
(note that the rock- 
et from the Holy 
Planet must now be 
activated by a 
switch in the blue 
room below it). Once there, perform a screw kick to reach the 
Emerald. Do so by rotating the Control Stick 360 degrees 
clockwise, and then hitting the B Button. 


so 
Ooiae:i74 


@aos ; ©. 


The first piece of the Master Emerald is 
floating beneath the Holy Planet. Climb 
down the side of the planet as far as 

| Rouge will go, then glide underneath it 
and grab the Emerald. 


For the second piece, glide to the 
Spherical Planet. The Emerald is ona 
platform at the bottom, but it can be 
tricky to reach due to the mixed-up 
gravity. You need a running start to get 
onto the platform. 


Boss: KNUCKLES 


Defeating Knuckles shouldn't give you too much trouble. The battle begins on 
the ground, where you can collect a few rings while dodging his attacks. When he 
stops, take the opportunity to kick or glide into him. Eventually, the ground opens up 
and the two of you are launched into the air. Follow Knuckles to whichever beam he lands 
on, and attack relentlessly. If he mutters the words, "Take this," get moving! It means 
— , . he's about to unleash his 

(8 special Thunder Arrow 

@| attack, which can hit you 
from anywhere. After 
dodging it, go back to 
J work. Four hits should be 
the end of him. 


en 


If Knuckles starts to climb one of the 

columns, don't stand under him! He's 
probably about to come at you with a 
drill punch. 


Dark SToRY 


When Knuckles says, "Take this," move 
fast to avoid his Thunder Arrow attack. 

This special attack can hit you from any- 
where if you stand still. 


— ee 


Cosmic Wall 


Animals Found 
in This Stage: 


swim +0 

fly +8 TANS 

ad 

are 
i 


U 


Cheétah | power +8 


swim +20 


power +16 


Ca 


fae 


me <V, K WN 
EY Cheetah 


jeras 


Rabbit 
tk APS . 


a 
A 
«a 
A 
A 
” 
« 
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fly +60 


When you get to the 
platform with the giant 
falling weight, walk to 

the edge of the catwalk 
on your left. 


Whistle near the pipe 
on the small platform 
that precedes the third 
catwalk. 


Look to the right of the 
metal boxes on the first 
catwalk. 


Cosmic WaLL Mission RankINGs: 


= ee 


4 


|B | 45000 pts. 
%| |C|40000 pts. 
|D | under 2:30 | |D/30000 pis.|©} [D[30000 pis. 


Boxtl YY Uricom ————SSSS«d YE Seattter 


a a ue zl 3 a = 
N ae sas Tae 


eS A | CO” Tz 
Play the Mystic Melody at the ancient shrine next to the 
first Chao Box, and bounce from the spring that appears 
to reach the platform above. From there, follow the green 
arrows upward until you reach a ledge with a pyramid. 

While facing the building, hover around its left side to 

reach another ledge. 


Get back onto the main 
path, and look on the plat- 
form that follows the first 
catwalk after the second 
point marker. 


to the next catwalk, and then hover to the platform on 
your right. The first Chao Box is inside the pyramid. 


De ae KER 8 s 
Continue up this shaft, and you come to a pulley that 
you can use to reach a platform with a spring on it. There 
are two more platforms above to either side. Bounce to 

the one on the left, and break the pyramid there. 


ES, Soe aay 


While working your way 
up a long shaft, you come 
to a platform with a pipe 
on its far right-hand cor- down an adjacent shaft. 
ner. Whistle near this Look on the first platform 
hard-to-miss pipe. to the right. 


E" Chao Box #2 


jump over the wall and 
begin a slow descent 


feicad 


—-| Increases Eggman's HP die 
gauge by upgrading the 

armor on his walker. Now 

the good doctor can sus- 

tain more damage before 

losing a life. 


Continue your descent until you come to a platform on Upon landing at the bot- The second Chao Box is in 
the left, with a missile. Launch the missile to destroy the tom of the shaft, proceed the left-hand corner just 
cages on the platform to the right, then hover to that to the next room and before the fourth point 
platform to obtain the Protection Armor. whistle near the pipe in 

the right-hand corner. 


the right-hand corner just 
before the fourth point 
marker. 


After passing the fourth Look on the near edge of Proceed across a long series of platforms and catwalks Look on the platform just 
point marker, you must the catwalk where the fifth | | after the fifth point marker, and eventually you come to a before the catwalk that 
work your way up another point marker is. giant falling weight. Whistle near the pipe on the second leads to the sixth point 
shaft. Break the pyramid platform past that weight. marker. 

on the left-hand platform 

at the top of this shaft. 


fe] Rabbit 


Ooas & 


After passing the sixth point marker, you must work your 
way up another shaft and then descend another. Upon 
landing, you find the third Chao Box behind you. 


Look in the corner to the 
right of where you found 
the last Chao Box. 


2ND MISSION: 
Co.LLect 100 


1ST MISSION: 
GET AND CONFRONT THE TRESSPASSERS 


@ This stage is surprisingly easy and 
incredibly fun. Thanks to reduced 

§ gravity, Dr. Eggman can now hover 
upwards. Should you hover yourself 
into a tizzy and get lost, there are 
handy arrow signs all around to 
point you in the right direction. 


1270 
00536: 70. _ 


The good doctor may not be able to grind rails 
in that heavy Eggwalker, but that doesn't 
mean he should be deprived of such fun. Two 
platforms like this give him a taste of the 
experience, and although it's unlikely you'll jigs 
get hit during the ride, target and destroy as 
many enemies as possible. There are 
substantial points to be scored here. 


There's an abundance of rings 
in this stage, and if you grab 
each one as you go, collecting 
100 in under a minute anda 
half shouldn't be difficult. 


4TH MISSION: 
REACH THE GOAL 
WITHIN 8:00 


3D MISSION: FIND 
THE Lost CHAO 


5TH MISSION: 
CLEAR HARD MODE 


Hover to the 
catwalk 
above the 
second 
point mark- 
4 er, and 

. ==! destroy the 
pyramid atop the platform to the 
right to reveal an ancient shrine. 
Play your Mystic Melody near the 
shrine, and a spring appears that 
bounces you to the first of many 
platforms you must navigate. Just 
keep working your way up in the 
direction of the arrow signs, and 
you eventually reach a ledge with 
another pyramid. The lost Chao is 
hidden inside the pyramid. 


By hovering, you can bypass 
many intermediate platforms, but 
be sure to free-fall down shafts 
rather than hover and mess with 
enemies. There are opportunities 
for more than enough points 
while you're riding the rails. 


There are a lot more enemies in 
this mission, and they're quite a 
bit more proficient. If you main- 
tain a decent supply of rings, 
however, Dr. Eggman is pretty 
much invincible here. 


Boss: TAILS 


After achieving his greatest triumph, it's time for Dr. Eggman to deal with 
Tails once and for all. Aside from the conventional methods of attack, you 
can also blast one of the canisters that arise from the center of the room and 
try to lure Tails into the explosion. After you score a couple of hits, he may 
come at you with a flurry of missiles or a huge laser. Just keep moving and 
try to finish him off before he has a chance to unload his heavy artillery. 


Try destroying one of the canisters and __If Tails unleashes his huge laser on you, __ If you picked up the Protection Armor, 
luring Tails into the resultant explosion. run away and don't stop until he ceases + Eggman’s walker will be quite a bit 


Doing so inflicts a lot of damage. fire. Both this and his missiles move more resilient than Tails’. As such, be 
every bit as fast as Eggman, so there's aggressive and try to end this battle as 
no time to take a breather. quickly as possible. 


Small | swim +44 


Animals Found it run +8 
in This Stage: _ |SeaOtter 
~~. 


— swim +8 swim +36 
fly +12 fly +12 
run+16 run+8 


Skunk | power +12 Penguin While 5, GR One 


tal drum, jump down onto 
the platforms directly 
below. 


After passing the first point marker and climbing your 
first vertical drum, you eventually come to a tunnel. 
Before going through the tunnel, drop down onto the cat- 
walk to your left, and walk toward the screen until you 
see the first Chao Box. 


@ dey ay swim +12 
& eZ fly +32 
run +20 Mega k run +4 
tigat power +36} | PhOenix | power +16 


Run down the hill after 
passing the second point 
marker, and break the first 
wooden crate to your left 
on the catwalk below. 


After passing the second Sal marker, jump from te a 
of the hill to the horizontal drum on your right. Walk to 
the end of that drum, and then jump onto another drum, 
at the end of which the Gold Beetle appears. 


Whistle near the pipe at 
the beginning of the cat- 
walk that follows the first 
vertical drum with a 

spring on top. 


Look near the beginning 
of the catwalk that follows 
that first series of three 

horizontal drums. 


A|12000 pts.| [A] under 1:30 | [A] under 5:15 | |A]11000 pts.|=| |A|10000 pts. 
B/11000 pis. B/} under 1:45 B | under 5:30 B | 10000 pts. | « B} 9000 pts. 
© [10000 pts.| [C| under 2:00 | [C| under 6:00 | [C| 9000 pts.|t5| [C| 8000 pts. 
D/ 8000 pts. D | under 2:30 D | under 6:30 D! 8000 pts.|©} |D} 7000 pts. 


Drop down the blue hole 
beyond the third point 
marker, grind the rail, and 
whistle next to the pipe 
near the beginning of the 
subsequent catwalk. 


After passing ae the 
third point marker, look in 
front of the vertical drum 
to your right to find the 
second Chao Box. 


Look at the beginning of 
the catwalk that follows 
the next series of horizon- 


Look on top of the ora 
vertical drum to follow the 
catwalk where you found 
the previous animal. 


After passing through the 
third point marker, look in 
front of the vertical drum 


tal drums. to your left. 


When near an ancient 
shrine, press the B Button 
to play a mysterious 
melody. You need this item 
to complete the third mis- 
sion (Find the Lost Chao) in 
every stage. 


After atindinet the rail that 
follows the fourth point 
marker and running down 
the subsequent hill, look 
near the beginning of the 
catwalk that you land on. 


When you ei the next vertical drum (the fifth in the 
series), instead of leaping to the platform on your left, 
run up to the very top and then jump to the other vertical 
drum ahead of you—preferably above the electrical field. 
Run to the top of that drum to see the Mystic Melody on 
a platform within jumping distance. 


Look on the platform to 
the left of the second ver- 
tical drum to follow the 
drum where you found the 
previous animal. 


Bellice from the spring at the aa a the Zatwalk where 
you found the previous animal, then grind from a couple 


of rails, and you'll land on a small green platform. Jump 
down to a set of dual green platforms, and look on the 


near one. 


Run down the sloping catwalk that follows those horizon- 


tal drums. When you land on a second catwalk, move 


toward the screen, and you'll find the third Chao Box. 


Whistle near the | pipe 
directly to the left of 
where you found the last 
Chao Box. 


After passing the fifth point marker, you eventually come 
to the top of a hill with numerous horizontal drums 
ahead. Jump and homing attack onto the top drum, and 
then onto the highest one beyond that. From there, you 
can jump and homing attack onto a ledge on the right, 
where you find a Phoenix. 


subsequent catwalk, 
break the second crate. 


Grind down the next rail, 
and upon landing on the 


o horizontal drums that follow, then take When you emerge in the 
the rail on your left. This leads you to another horizontal room with the yellow, red, tal drums until you reach a pulley. Use the pulley to 


drum. Walk along this drum until you see a platform 
below with a spring on it. Drop down to this platform, 


but be careful not to hit the spring. 


and blue holes, proceed 


a lower level, and then 
look to your left. 


1ST MISSION: HURRY TO THE ECLIPSE 


CANNON 


The key to completing this stage 


7 is learning how to navigate the 


cylindrical spinning drums. These 


4) new structures come in both verti- 


cal and horizontal varieties, and 
have a slight gravitational pull so 
that when you approach one, you 
latch onto it. Once you do, 
Shadow starts circling the cylin- 
der, but moving along it only 
requires you to push up or down 
on the Control Stick. To move from 
one drum to another, get close 


g enough to be sucked in by the lat- 
H ter's gravity. This sometimes 


requires you to jump or perform a 
homing attack toward the target 
drum. The same goes for transi- 
tioning from a drum to a platform, 


=] and vice versa. 


30 MISSION: FIND THE Lost CHAO 


After the sixth point marker, navigate a series of horizontal drums until you reach a pulley. Use the pulley to 
reach a vertical drum, and then climb to the top. When you get there, instead of bouncing off the spring, 
grab onto another pulley. It takes you to a platform where the ancient shrine is, and if you play the Mystic 
Melody, a row of rings appears. Light dash across them to another vertical drum. Work your way up it, and 
at the top you'll find a pulley that takes you to the lost Chao. 


oint marker, navigate a series of horizon- 


reach a vertical drum, and then bounce from the spring 
forward until you drop to on top to reach a set of platforms. Break the first iron 
container on those platforms. 


2ND MISSION: 
CoLLect 100 
RINGS 


It's counterintuitive, but to 
complete this mission as quick- 
ly as possible, take your time. 
Even if you must slow down, be 
sure to grab every single ring; 
after this item box, there's a bit 
of a drought. Also, avoid any 
unnecessary battles. 


4TH MISSION: REACH THE GOAL} 57 MISSION: CLEAR HARD 
WITHIN 5:30 MODE 


Successful completion 

of this mission depends 
on how quickly you can 
navigate those spinning 
drums. Jump off of them § 
at the soonest opportu- 


This mission is quite difficult for a couple of rea- 
sons. First and foremost, there are a lot more 
Artificial Chaos, and their tendrils can reach you 
from much farther away. Second, there are now 
enemies waiting at the tops of many of the spin- 

l : ning drums. Also, some of the drums can now only 
nity, and skip over as be reached via short rails or floating springs. 


many of them as possi- Proceed with caution and always make precise 
ble. For instance, when heading down a steep hill, movements. 


jump from the top of it 
and hold forward on 
the Control Stick to 
skip substantial chunks 
of the stage. And as 
~ always, don't take any 
wy extra time to go after 
enemies or rings. 


Boss: SONIC 


It's time for the final showdown with Sonic. Surprisingly, he 
doesn't present much of a challenge—the environment you 
fight in is far more dangerous. Keep running, or the ground 
will collapse under you, dropping Shadow into the great 
abyss of space. 

To defeat Sonic, begin by simply hitting him with hom- 
ing attacks. After you've connected two or three times, 
he starts to jump up and deflect your assault (you can use 
the same defense whenever he launches a homing attack). The final 
two hits, therefore, must be scored when he's vulnerable. 

Slow down and let him run up ahead, where he attempts to 
unleash the Sonic Wind. The brief time he takes to charge this spe- 
cial attack is enough for you to build up a spin dash and take aim. 
Alternatively, you can rush toward him, attempt to dodge the Sonic 
Wind, and nail him with a homing attack while he's recovering. 
Either strategy is effective and should help you finish off the 
hedgehog in no time. 


This path is fairly narrow, so make Let Sonic run a bit ahead of you, Alternatively, you can charge a 


precise movements and be careful and he'll stop to charge the Sonic spin dash when Sonic stops, and 
not to fall off. Wind. Jump as soon as he stops, let it rip just before he launches 
and once the Wind is unleashed, the Sonic Wind. 


perform a homing attack to avoid it. 


Small 
Animals Found 
in This Stage: 


swim +40 


run +0 
power +8 


swim +8 


run+4 
power +36 


run+4 
power +40 


swim +44 


run+8 


swim +20 

fly +16 
run+4 
power +8 


swim +12 

fly +32 
run+4 

power +16 


ak 
Phoenix 
f iif 


t 
A 
x 


Bost 


run +32 
power +16 


run+40 
power +8 


swim +8 
fly +12 
run+16 

power +12 


swim +20 
fly +60 


power +16 
swim +16 
fly +12 
run +36 
power +0 


swim +0 
fly +48 


power +4 


Last STORY 


Cannon's Core 


Located in 
Tails’ Section 


Hit the first time switch 
and look near the center 
of the nearby mechanism 
swinging spiked balls. 


After descending via a pul- 
ley, break the iron contain- 
er to your right in the fol- 
lowing hallway. 


o4 a 


After going through the door 
marker, you encounter a large gap with a platform in the 
middle and a door on the other side. The first Chao Box 

is behind that door, but to reach it, you must jump atop 

the guardrail in front of you and hover over. 


Whistle near the pipe just 
above the first block on 
the tallest pillar. 


Located in Located in 
Eggmans’ Section Rouges’ Section 


When you get to the exit 
that leads out into space, 
drop straight down to the 
platform below. Once 
there, whistle near the pipe 
on the wall behind you. 


In the first room with the 
green slime and moving 
blocks, look on top of 
the last block portal to 
the left. 


that follows the first point 


The second Chao Box is in 


the far left-hand corner of 
the room where the 
switch to expose the red 
button is. 


Upon reaching the pair of 
giant falling weights, 
shoot the time switch to 
suspend the first weight 
in air, and then look 
underneath it. 


Located in Located in 
Knuckles’ Section Sonic's Section 


In the room where the exit 
door is, move up to the 
ledge on the right, and hit 
the time switch to suspend 
the weight. Whistle near the 
pipe in the weight's shadow. 


and moving blocks, you'll find a pipe between the two 
block portals on the floor. Whistle near this pipe. 


In the last room of 
Eggman’s section, look 
above the block portal to 
the right of where you 
entered. 


Whistle at the illuminated 
red symbol in the wall 
directly behind the white 
switch. 


<i 


At the bottom of the 
main room, look near the 
hole that the water is 
running into. 


after opening its cover. 
You have to glide froma 
pillar to reach the animal. 


Tye vuvwe< 


_Canwon’ Ss CORE Mission RANKINGS: 


| nse 00- 
|C | under 8:30 | 


In ihe tunnel that leads to Upon landing from the 
the red button, look on handrail, turn and walk 
tunnel, and look near the top of the stack of cages. toward the screen. Find 
illuminated red symbol at the third Chao Box on the 
the dead end. little ledge to your left. 


Dive back into the water, 
swim through the bottom 


After hitting the time 
switch on top of the 
tallest pillar, swim back 
into the room above and 
break the iron containers 
in the floor. 


Dive down into the water 
and look on top of the 
highest block on the sec- 
ond tallest pillar. 


Appears just in Fant of Look in the second 

the narrow gate at the end | } snake's mouth on the 

of the room with the shal- water slide. You have to 

low rushing water. jump up to reach the 
animal. 


Look above the second 
time switch. You have to 
use a bounce attack to 

reach the animal. 


Break the iron containers 
on the little ledge to the 

right of where you found 
the last Chao Box. 


Whistle near the pipe 
beneath the block portal 
to the right following the 
second time switch. 


1ST MISSION: GET TO THE CORE OF THE COLONY 


After finishing both the Hero and Dark stories, it's time to tackle the Cannon's Core. This unique final stage has you play 
as five different characters, starting with Tails. Once you complete one character's section, you immediately move on to 
the next, with all points, rings, lives, and time expired carried over. 


The key to getting past almost allof | To get past this room, shoot the time In this room, begin by shooting the 
the traps in this stage is to blast switch just as the block to your near time switch when the blocks to your 
these time switches. They freeze all right is emerging. Jump on top of it left are lined up to give you stepping 
motion in the room (except yours) for and hover forward from block to block stones to the lower platform beyond. 
a limited time, allowing youto get by _ until you get to one with an "X" on it. 

lasers, spiked balls, etc. This takes you to the door out of here. 


pe. a te tte £1 Ly OM 


1ST MISSION (CONTINUED) 


Se 


oa ; 
a 


From there, face the switch, and 
shoot it when the two blocks straight 
ahead are lined up as steps for you 
to reach the higher platform. 


it te Nis ae 5 0.2 
In this room, cling to the wall next 
to the time switch, and hit it as 
soon as a block has cleared the 
tunnel above. Climb into the tunnel 
and proceed onward. 


After taking the pulley, hit this switch 
and then smash the iron containers 
beyond it to get back down to the 
room below. 


Z =a eV oN 
Rather than hunt for treasure in this 
stage, it's Rouge’s job to find the 
large red button that drains the core. 
Begin by climbing up these pillars, 
gliding from one to another as you 
reach the blocks. 


The switch in the next room reveals 
the large red button. Hit it and work 
your way back. 


Dive back into the water and swim 
through this tunnel with the green 
pulsing lights (not the same one you 
were in with Rouge). In the next room, 
you'll find a switch that opens another 
tunnel straight ahead. To get through, 
however, you need to hit the time 
switch above the door behind you. 


Once atop the highest pillar, hit the 
time switch, and then glide toward 
the bottom of the waterfall and 
through the door behind it. 


a 


Begin Knuckles's section by swim- 
ming down, hitting the time switch, 
and then running to this nook before 
the lasers reappear. Smash the iron 
containers beneath you to reveal a 
spring that will help you reach the 
pulley above. 


Once you get through, you come to a 
room filled with lasers. Carefully 
swim down, and hit the time switch 
at the bottom to open access to the 
nearby tunnel. 


1ST MISSION (CONTINUED) 


‘ae 


About halfway through the tunnel, 
you come across another time 
switch. Hit it to prevent the current 
from starting up again. Get 
through here, and the large red 
button is in the next room. 


There's no floor underneath him, 
but you must destroy this Artificial 
Chaos to open the door behind you. 
The trick is to perform a homing 
attack, and as you bounce off his 
head, push down on the Control 
Stick and press the A Button. Doing 
so will land you safely on the ledge 
from which you jumped. 


Use Sonic's bounce attack to move 
across the rushing water and climb 
onto this ledge. Hit the time switch 
on it, and then somersault under 
the gate below. 


2N? Mission: CoLtect 100 RINGs 
By picking up every ring along the ve a i 
main path, it's possible to have 100 by ee 

the end of Dr. Eggman’s section. Just 
keep firing with both him and Tails to 
avoid getting hit and losing your rings. 


3RD MISSION: FIND TH 


Finding the lost Chao in this stage isa % 
fairly complicated process. 

Complete Tails’ section as normal, 
and proceed with Eggman until you 
come to this gap immediately after the 
first checkpoint. Rather than jumping 
onto the floating platform and falling 
down the shaft as usual, hop up onto 
the guardrail of the ledge you're on, 
and hover across to the door on the “ 
other side. Blow up the iron containers fi 
behind it, and you'll see an ancient 
shrine straight ahead. Play the Mystic /( 
Melody near the shrine, then leave this 
room and finish the rest of Eggman’s 
section as usual. 

In Rouge's section, this tunnel has 
now opened as a result of Eggman 
playing the Mystic Melody. Run to the 
end of the tunnel to find another 
ancient shrine. Play the Mystic Melody 
again, and then complete this section 
as normal. ssacttasneneees nots 

At the beginning of Knuckles’ section, a few new platforms will have 
appeared if you played the Mystic Melody with Rouge. Follow the platforms 
up to a pulley, and you'll be taken to yet another ancient shrine. Play the 
Mystic Melody here, and finish the section. 

Finally, proceed through Sonic's section as usual until you reach this water- 
way. When you get to the peak, you see that a row of rings has appeared. 
Light dash across them while pushing up on the Control Stick, and you'll land 
on a platform with two enemies and a door. When you destroy the enemies, 
the door opens, and the lost Chao is waiting on the other side. 


Lost CHAO 


Sat 


4TH MISSION: 
REACH THE GOAL W WITHIN \ i 00 


Ifyou don't waste { 
any time messing CA Roy 
around with ene- SQ 
mies or unneces- 
sary rings, comple- 
tion of this stage is 
possible in less > 
than six minutes. To 


5TH MISSION: 


CLEAR HARD \ODE 


Aside from the typi- 
calincreaseinene- | \ 
mies, you'll notice i 
that almost every 

single trap has been 
slightly modified. 

Often, time switches | 

have moved or even 


“se 


score an A, blast a > disappeared. Keep 
lots of enemies ee 
while you're moving 


with Tails and Dr. Eggman. 


by this point in the 
game you should be able to get through anything. 


Boss: THE BIOLIZARD 


Not to be left out, Shadow takes it upon himself to do battle with the Biolizard. This huge 
reptile begins by trying to bite you. Run along the circular path ahead of his mouth, but 
don't run too fast, or he'll switch directions and strike you with his tail. Also, be sure to jump 
when you see the wood divider to prevent being swept into the water. 

After giving chase for a while, we Biolizard stops to catch his breath, and the pipe running 
alongside his neck begins to sparkle. Jump onto 
that pipe and grind up it. Just before you get to the 
top, jump up and perform a homing attack on his 
red life-support system. One hit down, five to go. 

For the next round, things change a bit. He 2 
begins by chasing you again, but after he stops moving, he spits energy balls at you. Mis 
over the low ones and somersault under the high ones. If you get hit, pick up at least one 
} ring so you that can sustain another attack without dying. Once this barrage ceases, the 
pipe alongside his neck sparkles again. Grind up and nail his life-support system with 
another homing attack. This pattern repeats once more. 

Upon scoring your third hit, the Biolizard throws another surprise into the mix. After he's 
done chasing you and spitting energy balls, he'll spawn dozens of floating pink eggs. These 
ma €2gs attack you, so quickly use your homing attack to bounce across them to the top of the 

om, Biolizard. You have to use the Control Stick to navigate your way up 

| there. Once in range, go after the life-support system again. This pat- 
fe tern also repeats once more. 

f\ When you score your fifth hit, the Biolizard immediately spawns 
more eggs and levitates Shadow into the air. All you have to do is 
steer Shadow clear of the eggs, and move him into the life-sup- 
port system. Once there, hit the A Button, and the Biolizard is 
done for. 


a He THE FINAL HAZARD 


} Or not. For the final conflict, you alter- FRSaee 
nate between using Sonic and Shadow in WERn 
their super forms. Use the Control Stick 
to direct them, press the A Button to 
make them quickly burst forward and up, 
and the press the B Button to make them § 
quickly burst forward and down. To dam- 
age the Final Hazard, you must slam into & 
his pink swollen areas. Before the first 
hit, he puts up a defense perimeter of 
eggs. After that, he fires at you with a 
sweeping beam, then two beams, and 
then two beams and eggs. Every time & 
you get hit, you lose rings, and if your fijmes 
ring count drops to zero, you lose a life. 
Rings are also depleted simply by Super fie 
Sonic and Super Shadow moving. If your & 
ring supply should become dangerously 
mem low, switch characters by flying under or 
=} over the Final Hazard. Utilize some cre- § 
ative maneuvering, and victory will be 
yours in no time. 


The story may be over, but there’s still plenty to unlock in Sonic Adventure 2 Battle. These hidden features include: 


HIDDEN COSTUMES 


Each character has a second costume that's only accessible once you achieve an A rank in all of his or her missions.. Can 
you master them all? 


HIDDEN KARTS 


You can open a hidden kart for each character by collecting all of his or her missions. 


HIDDEN STAGE — GREEN HILL ZONE 


Only the insanely persistent will unlock this 3-D rendition of Sonic's first ever stage. To do so you must collect all 180 
emblems! Stock up on food, drink, and toilet paper — it's going to be a long haul. The complete list of emblems is below. 


HERO STORY 


SO& 


1-5: City Escape; Missions 1-5 
S€%| 6-10: METAL HARBOR; Missions 1-5 
N@®) 11-15: Green Forest; Missions 1-5 
S@®| 16-20: Pyramip Cave; Missions 1-5 
N@%®) 21-25: Crazy GapcET; Missions 1-5 
26-30: FINAL Rusu; Missions 1-5 
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158: DARK Story ENDING 
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LAst STORY 
ER RRS] 159-163: Cannon's Cone; Missions 1-5 
4s pea 164: ALL A RANK / ENDING 


Mini GAMES 
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84: HERO Story ENDING 
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Raisinc CHAO 


Introduced in the first Sonic Adventure, Chao are cute little creatures that inhabit the Chao Garden. Raising 
them can prove quite time consuming, but aside from being a fun diversion, these little guys can also earn you 
nine emblems. 


Entering the Chao Lobby 

| To access the Chao Lobby, pick up a Chao Key from one of the Chao Boxes in 
} any of the game's stages. Upon completing the stage, you're automatically 

transported to the Chao Lobby. From there, you'll find the entrance to both 

the Chao Garden and the Kindergarten. 


Hatching Eggs 

When you enter the Garden for the first time, you find two eggs. They eventu- 
ally hatch on their own, but you can expedite the process in one of two ways. 
The healthy way is to pick up the egg with the B Button and then nuzzle it 
with the Y Button. The maladjusted way is to pick up the egg and hurl it 
against the wall. If you chose the latter, this whole Chao thing may not be 
your cup of tea. 


] Interacting with Chao 
§ Once the Chao has hatched, you can pet it, pick it up, and give it objects. 
Petting the Chao once in a while keeps it happy, but don't go overboard or it'll 
become spoiled and lazy. Pick up the Chao when you want to take it to the 
Kindergarten or Chao Stadium (more on 
] those later), but stop moving before you set 
1 down the Chao; otherwise you'll throw it. 
To raise a Chao and increase its stats, 
you must give it animals, Chaos Drives, 
and fruits. To do so, simply pick up the 
object and walk to the Chao—the little guy 
will take it from you automatically. 


Increasing Chao Attributes | the Chaois happy The Chao is 
—__ Each Chao has five attributes: Swim, Fly, and loves you. curious about 
1 Run, Power, and Stamina. Each of these something. 

] attributes starts out at zero, and increases aie i 
or decreases depending on what you give Pte é 
the Chao. Decide what kind of Chao you 
want to raise, and then, using the charts in 
this section, give it the appropriate 
objects. Any animals or Chaos Drives you 2 
picked up in the last stage are automati- The Chao is The Chao is 
cally brought with you into the Garden, but | surprised by unhappy and 
you must purchase fruits from the Black Market or shake them from trees. | something. feeling unloved. 


Importing Exotic Chaos 


All of the Chaos you’ll find in the Chao Garden are 

exactly the same. If you want to start with a Chao 

with a little more character, like the ones shown 

here, you’ll need to acquire it as an egg in the 

Game Boy®Advance version of the game and import Amethyst 
it. If you’re determined to collect them all, 

you'll need to spend a lot of time swap- 

ping eggs or get a few friends in on it, 

because certain Chao varieties are 

extremely rare. Good luck! 


Aquamarine 


Sapphire Silver 


Animals Swink LY __RUN POWER STAM. MOOD 
[fPercane [fora] 9-24] 0] 1 
Dlseu__fra-ve|-o| vo] -0 [1 
fom fraloaloal i] of 
2 [Rasorr | +0] +2 |+4o)-16| 0 | ot 
es | CHEETAH -8 | el 
(@feon [= Frafsalve of 
Bhlcae | +8 |-16] «4 36] «0 | +1 
Ba Ticer | -8 |-16|+20|+36] -0| +1 
fed Goria | 4-8 | +4 [+40] -0| «1 | 
Fel Peacocx [2-4 if] -0| 
[Parrot | +0 -48]-20] +4] +0 | +1 
Conon [2002-0 
GE Seon | +8 je12}e16)e12] +0 | 1 
ser [0] 00 
|r 0-2-0 
Ag} | Sect. Dos] 8 | +8 [-32}+16] +0 | 
| twcome [false] 0 [roo 
[e{Puconx |+12}+32] +4 [+16] +0 | +1 


Spooky Ghost Chaos 


Chaos Drives swan 


FLY RUN POWER STAM. MOOD 


P| rewow |+24] +0 | +0 [+0 | +0 +1 
Goren [+0 +0|-24] +0] +0 | +1 


Q\Re | +0| +0] +0 +24] 0 | +1 | 
G\Punne | +0]-24] +0] +0] +0 [+1 
Fruit (GC) SWIM FLY RUN POWER STAM. MOOD 
[@ [tee —[-0]+0]-0] 0} 
[@ [ow [0] 0]-0]-0f-o]-1 
[Go |-0]-0]-0] ofa) 
& [Sana |-0]0|-0]-0 oo) 
[see [0] -0f 0 [vol 
[ane —|-0f0|-0]-0f-ol 1 
Slow — |solsese solo 


These fruits are from trees, or can be bought in the Black Market. 


Fruit (GBA) SWIM FLY __RUN POWER STAM. MOOD 


[6 raura[aef-sf-0[ae[t 1 
|For [29 sof-0|-v0f a] -0 
|e [aa sof ol-a0- a] 2 
[6 mand _|-0|-ioaolaal-al-1 
 |Fwane [sf o)20-af-o] 
&|Fmont [sof o)-3e apo] 2 
[Feo [a -ofae| af sof-3 


These fruits can be found in the Game Boy Advance version. 


As you can see, the Half-Fish, Skeleton Dog, and Bat are powerful animals 
that grant good bonuses to Chao; and only the Skeleton Dog takes any 
traits away. But if you use them too much, strange things will happen. A 
Chao raised from too many Half-Fishes will have its little antenna thing 
burst into flame! A Chao raised by bats could lose its feet altogether, and 
turn into a floating ghost. The Skeleton Dog effect is even stranger. If you 
enter the Chao Garden as Knuckles or Rouge, you can dig up a pumpkin or 


skull (depending on the garden). A heavily Skeleton Dog-influenced Chao 
will put these items on its head! All of these effects can be reversed if you 
introduce the bewitched Chao to a new, non-paranormal animal. 


Chao Allegiance 


A Chao is born neutral, but with a little work you can turn it to 


either the heroic or dark side. To raise a Hero Chao, 
feed it lots of Hero Fruit and use Hero characters. To 
raise a Dark Chao, feed it lots of Dark Fruit and use 
Dark characters. You'll notice a color difference as 
the Chao becomes more heroic or dark, but its 
allegiance won't officially change until after 
the Chao's first metamorphosis. 


Chao Metamorphosis 

After you spend sufficient time with a Chao 
and raise its attributes to a certain level, the 
little guy begins a metamorphosis. A 
cocoon forms around the Chao, and you 
won't be able to interact with it for a little 
while. Once the Chao emerges, however, it'll 
sport a new look and maturity (and possibly 
allegiance). 


Raising a Chaos Chao 


There is an apex to Chao evolution, 
although few people will ever see the 
ultimate Light Chao, Hero Chao, and 
Dark Chao. To raise these supreme 
Chao beings, you’ll need a Chao who 
has gone through a metamorphosis at 
least twice. Give it one of every ani- 
mal to play with, and when it next 
emerges from its cocoon, it will be an 
immortal Chaos Chao. (This will not 
work if your Chao dislikes you.) 


Kindergarten 
Accessible via the Chao 
Lobby, the Kindergarten 
is where you and your 
Chao go to learn and to 
-4 buy fruits, seeds, and 
>} other items. 


_ Classroom 

A new lesson is offered in 
the classroom every 30 
minutes. Drop your Chao 
off for 10 minutes to have 
| it learn that particular 
skill. Skills range from 

| drawing to singing to Go- 
Go dancing. 


Principal's Office 


pal, Professor Chao, is an 
| encyclopedia of Chao 

| knowledge. He can pro- 

| vide you with a wealth of 


} The Kindergarten’s princi- 


useful information on a variety of topics. Make this 
one of your first stops. 


Fortune-Telling House 
The fortuneteller won't tell | 
your fortune (funny that), RontuneaTeling House 
but she will offer to name 

your Chao. If you're unhap- 
py with the name she 
chooses, keep trying until 
you're Satisfied, or simply 
name the Chao yourself. 


Black Market 
The Black Market is where you can spend all of 
those rings you've collected. You can buy fruits, 
seeds, masks for your 
Chao to wear, and various 
other goods. Some items 
only become available 
once you've collected a 
certain number of 
emblems, however. 


Gardens of Heroism and Darkness 
Once you've raised a Hero Chao, the entrance to the 
Hero Garden appears in the Chao Lobby. Likewise, 
once you've raised a Dark Chao, the entrance to the 
Dark Garden appears in the Chao Lobby. It's much 
easier to raise additional Chao of these allegiances in 
their corresponding Gardens. You can raise eight 
Chao in each Garden, for a grand total of 24 Chao. 


Chao Stadium 

The Chao Stadium is 
where you bring your 
Chao to engage in physi- 
cal competition against its 
MH peers. To enter the 
Stadium, pick up a Chao 
and walk through the cave 
under the waterfall in the Chao Garden. 


Chao Races 
Races test your Chao's 
abilities, and each race 
focuses on one attribute. 
7 During a race, you can 
encourage your Chao by 
pressing the A Button to 
give them a temporary 


(@Welcome to the Chao Stadium ®) 
(CHAO) RACE 
CHAO KARATE 


~ why 
ft wee 


TIME 00:25:20 
GAs 00) 28: 80 


Chao Racing Prizes 


Beginner's Races: 
Complete all of these courses to receive the Kid’s Medal. 
Complete them at all three difficulty levels to earn an Emblem. 
Additional prizes include: 
Crab Stump 
Pool Valley 


Block 
Canyon 


Mushroom 
Forest 


Jewel Races: 


The Jewel and Challenge races are unlocked when you clear the Beginner’s Races. Each 
of these five-level races offer up a toy and a Jewel Medal. Beat them all for an Emblem. 


Garnet 
Race 


Peridot 
Race 


Aquamarine Topaz 


Onyx 
Race 


boost of speed, but doing so depletes their Stamina 
bar. Once that bar is empty, your Chao will slow down 
dramatically. 

At first, there are only four Beginner courses avail- 
able, each with three races. If a Chao wins all three 
races On a given course, it's rewarded with a toy. lf a 
Chao wins every race on every course, it's rewarded 
with a medal, you're rewarded with an emblem, and 
the Jewel and Challenge courses become available. 

To open the Hero and Dark courses, you must win 
every Beginner race and raise both a Hero and a Dark 
Chao. Only a Hero Chao may enter a Hero race, and 
only a Dark Chao may enter a Dark race. 


<> | Chao Karate 
SIS Oren . The Chao form of martial 
4 arts is fairly tame, but 

4 that's probably for the 
best. Anything more vio- 
lent involving these cute 
little critters could be 
downright disturbing. 
The competitors punch and kick each other until 
one of them falls off the stage or runs out of stami- 
na and starts crying. As with the races, success is 
mostly dependent on your Chao's attributes — 
specifically Power and Stamina. There is a way, how- 
ever, that you can lend a helping hand. At the bot- 
tom of the screen is your Chao's Zeal meter, which 
slowly empties as the fight progresses. When the 
meter gets too low, the Chao will sit down and 
cease fighting. That's when you lay into the A 
Button like a madman. The more quickly you press 
the button, the faster the meter will refill. Once it's 
full again, the Chao will resume fighting. That's as 
interactive as Chao karate gets. 


Hero and Dark Races: 
Unlock these courses by revealing the Hero and Dark Gardens 
and completing the Beginners’ Courses. They’ll net you the Hero 
Medal, Dark Medal, an Emblem each, and the following prizes. 


Hero Hero Dark Dark 
Level 2 Level 4 Level 2 Level 4 


Challenge Races: 
This 12-level race offers a few toys, a Gold 
Medal, and the final Chao Race Emblem. 


Challenge 
Level 12 


Diamond 
Race 


Challenge 
Level 4 


Challenge 
Level 8 
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© Sonic is a good character for beginners, 
and is probably the third best character 
overall, right behind Tails and Knuckles. 
The only reason he isn’t as good as 

either of those characters is because of 
his substandard special abilities. What 

he lacks in special abilities however, he 
makes up for in pure speed and ease of 
control. This is why we recommend Sonic 
for beginners, or for players who just 
want to complete the levels with none of 
that “fancy stuff” that Tails and Knuckles 
have a lot of. 

e In Vs. Mode, Sonic is the fastest character 
to complete levels with. If you’re running the 
Race Mode, be sure to pick Sonic for the 
easy win. 

e As aside note, Sonic can go into Ball 
Mode to take full advantage of the vari- 
ous loops and springs placed throughout 
the stages. 


ROW ASS 


© Tails is the best character overall, mostly 
because his flying ability lets him get out 
of even the most difficult of situations. 
Instead of having to hit some tricky spring 
loop combo and then launch off a ramp, 
Tails can simply fly up to the ledge with the 
push of a button. After playing Tails for a few 
levels, you’ll see why the ability to fly is 
borderline cheating. 

¢ Tails’ ability to swim only adds to his 
already perfect mobility. His lack in 
running speed is more than made up 

with the ability to “doggie paddle” 

through the water, thereby reducing 

the number of times you need to scramble 
around looking for air. 

e His Tail Attack isn’t very swift, but it does 
serve its purpose. Sometimes it’s just more 
convenient to whip out your tail and smack 
something than it is to move around and try 
to jump on it. 


Spin Dash (Down +A) 

This move is used to get a 
supercharged launch from a 
standstill. 


Jump Dash (in the air, Right, Right) 
We found this move to be awk- 
ward, although it does get a bit 
of extra length out of your jump. 


Somersault/Slide (8, B, B) 
This special is most useful when 


¢ you need to attack horizontally. 


Ball Mode (Down) 


Being able to morph into a ball 
is one of Sonic’s fastest and 
easiest moves. 


Insta-Shield (4, 4) 

Sonic’s most useful special ability, 
this works as a shield to absorb 
hits while you’re in the air. 


(Down + A) 
Just like with Sonic, this move is 
used to get a super speed boost 
in Ball Mode. 


(In water, A) 
The ability to swim underwater 
is unbelievably useful. You'll 
never drown with this. 


(Down) 
This move also works just like 
Sonic’s. Crouch into a ball and 
move! 


(On ground, B) 
An excellent attack, this one is 
used to take out enemies or to 
crack open boxes. 


(A repeatedly) 


_ After a regular jump, Tails can fly 


in the air with this move. Tails 
gets only eight seconds of contin- 
uous flying before he gets tired. 


(Down + A) 
Just like the two characters 
_ before him, Knuckles can charge 
up his rolls. 


(In the air, A) 
More like a super-extended dou- 
ble jump, this special move is 
_ very useful. 


(In water, A) 
Although not nearly as proficient 
as Tails, Knuckles can swim a 
little bit. 


(Control Pad) 
> If you grab onto a flat wall 
or ledge, you can climb all 
i the way up and over it. 


(B, B, B) 
Execute one punch at a time, 
or hit the combo. These are 
great moves to take out enemies 
~ both vertically and horizontally. 


(B) 
Amy’s basic attack is very 
slow, although useful in 
; certain situations. 


(Down + B) 
This super jump allows Amy to 
reach high ledges, cliffs, and 
platforms with ease. 


(Down + A) 
Since Amy can’t go into a Spin 
Dash, this is her only way to 
build up speed. 


: (Down + A, B) 
, This attack is swift, but hard 
* to pull off on demand. 


(In air, Down + B) 
Amy’s best overall move, you'll 
use this on every boss, and 
every enemy that gives you 
trouble. 


¢ Simply said, Knuckles would be the best 
character in the game if it weren’t for Tails’ 
ability to fly. His Dash Glide, Punch Combo, 
and Climbing ability make him so well 
rounded that he excels in almost every 
single zone. He is semi-advanced on the 
control end, due to the fact that his Dash 
Glide and Climbing ability take some get- 
ting used to. 

¢ Knuckles’ Punch Combo is great for clear- 
ing enemies both vertically and horizontal- 
ly. His Dash Glide can also be used as an 
attack, but you just have to make sure you 
time it correctly so as not to land on the 
enemy, but rather ram into the enemy. 

e Knuckles’ Climbing ability is simply awe- 
some, and it enables him to search areas 
that are non-explorable with any of the 
other characters. 


e Amy is the most different and “advanced” 
of the four characters. Since she is the only 
one of the four characters that doesn’t use 
Spin Dashes or Ball Mode, you may be ata 
loss for what to do in certain situations. 
Just remember that she relies on her Piko 
Piko Hammer, and you’ll do fine. 

¢ Amy’s Giant Step is the most useful 
movement ability she possesses. Instead of 
charging up a Spin Dash, Amy relies on this 
move to get her going. 

¢ The Hammer Whirl is the staple offensive 
move in Amy’s arsenal. Since she doesn’t 
turn into a ball when she jumps, you NEED 
to execute this move to damage enemies 
when you jump on them. If you don’t, Amy 
will sustain damage. 


Tails’ Propeller Flying and 
Swimming skills just plain 
rock the house. The ability to 
fly over a large gap or swim 
up for air when you’re about 
to die are simply the great- 
est of all conveniences. He’s 
equally balanced in ALL 13 
levels, does great against 
bosses, and is the only char- 
acter who has little trouble 
accessing any of the seven 
Special Springs. 

Conclusion: Pick Tails if you 
want the absolute greatest 
in character control. From fly- 
ing to swimming, Tails excels 
on all levels. 


Knuckles’ Dash Glide and 
Climbing ability are two 
incredibly useful skills. When 
playing Knuckles, we found 
ourselves spending more 
time using the Dash Glide 
than we did running or 
rolling through the various 
levels. It’s just that good. 
The climbing ability is more 
limited to specific spots, but 
the ability to get those extra 
item boxes makes this skill 
worthwhile. 

Conclusion: Pick Knuckles if 
you like to play fast, and 
have almost as much control 
as Tails. 


Only One Ring... 


In a weird sort of way, you really never need to have more than 
one ring on hand to remain protected. Even during boss battles 
where it’s recommended to have more than one (if only for the 
ease of picking them up when you get hit), one ring often does 
the job. Why? Because you can just pick it up when you get hit! 
There are two tips to remember when you have one ring: 


@ If you take a hit, your ring 
will ALWAYS fly off to the left. 


@ Your character will be 
bumped in the opposite way 
you're facing when you're hit. 
Try to always attack from the 
LEFT (pictured). 


@) 


Sonic has no special move- 


ment abilities, and is thus 
classified by most players as 
somewhat “simple.” Don’t 
let that fool you, however. 
Sonic plays at a much faster 
rate than the other three 
characters because he has 
no other moves to distract 
him from his goals. If you’re 
looking for a character to 
complete levels with no frills, 
then Sonic is your man. 
Conclusion: Pick Sonic if 
you’re the ultimate speed 
demon. The lack of gimmicks 
keeps Sonic extremely 
focused on moving forward. 


Amy is very difficult to play. 
Her lack of movement abili- 
ties combined with her 
inability to go into Ball Mode 
make her the odd man out. 
Although she really shines 
on certain boss battles 
because of her Piko Piko 
Hammer, her lack of overall 
control makes her our 
lowest-ranked character 

in the game. 

Conclusion: Pick Amy only if 
you’ve mastered the other 
three characters. Her inabili- 
ty to go into Ball Mode may 
be very difficult for begin- 
ners to grasp. 


No, this isn’t a wacky name for some futuristic hydration 
product, but rather a few brief tips on how to survive while 
playing the Ice Mountain Zone. 


@ You have a limited air 
supply when you’re under- 
water. Every character’s sup- 
ply is the same: 18 seconds 
worth. After 18 seconds, a 5- 
second countdown clock will 
appear over your character’s 
head. If you don’t get air 
within those 5 seconds, you 
lose a life. 


@ There are only two ways 
to refill your air supply. The 
first is to simply swim or 
jump to the surface and 
break through, and the sec- 
ond is to find an air bubble 
source (as shown below). 


Item Boxes 


This section shows all eight item boxes, what they do, and where to get them. These items remain the same no matter which character you’re playing as. 


= Opening one of these boxes grants your player five rings at 
= once. Usually these are in easy-to-reach places and don’t 
= involve much risk. 


i 10 Ring Box 


Bes! These boxes grant your player ten rings at once. Much like 

—— the 5 Ring Boxes, these are usually pretty easy to find and 
- are often unguarded. 
| ? Ring Box 
These boxes grant your player a random number of rings, 
anywhere from 1-40. That’s right, you can get a possible 40 
— rings out of ONE of these boxes! (Note: That’s almost 

~~ halfway to a free life.) These Ring Boxes are usually well- 

guarded and/or up and out of the way. 


Speed Boots Extra Life 


fl These enable your character to move at 2x normal speed, ===! The most highly sought-after item of all, this grants your 
for 20 seconds. After the 20 seconds, your character player one extra life. Pay special attention to the locations 
— returns to normal speed. = on our maps! 


Enemies Chart 


This enables your player to take one hit without losing all 
of your rings. When the hit is taken, the Barrier absorbs it 
and disappears. 


Magnetic Barrier 


The Magnetic Barrier has all the powers of a standard 
Barrier, plus it works as a magnet to automatically attract 

rings toward your character. The magnetic radius measures 
= about 15-20 feet in-game. 


Invincibilit 
Just as it sounds, this makes your character completely 
invulnerable for 20 seconds. (Note: You can still die if you 


= fall in a void.) When it’s active, you only need to touch ene- 
mies to destroy them. 


This helpful chart shows all 23 enemies in the game, broken down by zone. Each enemy only takes one hit to kill, so we’ve listed their methods of 
attack to help you take care of them more easily. 


LONE 1 LONE 3 LONE 4 LONE G 


ne er 


yj 2 


Mog oy Siot Oct 


These crabs shoot These little guys pop | These roving crea- These frosty little One of the few ene- These flying robots 
two projectiles that out of the ground at tures shoot vertical- snowmen throw mies that can’t be fire projectiles at 
travel on an arc. the worst of times, moving projectiles snowballs. destroyed with a roll | your current posi- 


: causing damage by that explode. attack. You must tion. They’re vulnera- 
getting underneath é F:} Penguin _| either jump on them, | ble from all sides. 
These flying bees your character. Much like the or use a Special 


shoot one slow-mov- If you attack the Yukimal, but the attack to destroy 
ing projectile. Hanabee with a roll Penguin kicks snow- | them. You cannot attack 

: , You can’t attack attack, you’ll be balls at a much - : Mirrors when they’re 
these pufferfish until | repelled by its rub- faster speed. closed. Only attack 
These monkeys only | they put away their ber ball-like lower These rhinos speed when they’re open 
ride in trees, and spikes. body. You can only up and charge you. (like in the picture 


they throw grenades. destroy it with atop- | Medusas only 


° above). 
down attack ora appear underwater, ; 


These butterfly crea- | special attack. and are invulnerable | These flying bees Mog 
These rhinos speed tures shoot two : when they’re shoot one slow- These little guys pop 
up and charge you. bomb-like projectiles. charged up. Only moving projectile. out of the ground at 
These flying bat-like attack when they’re the worst of times, 
i) Fireball _| creatures drop ener- | not charged. Wan causing damage by 
: Frog You cannot attack gy bombs. . You cannot attack getting underneath 
These tricky frogs fireballs. They pop these creatures on your character. 
will either jump on out of the lava pits These sneaky fish their bodies. You 
you or over you. Roll | toward the lower creatures pop out of must hit the head to 
attacks work best. reaches of Zone 2. rocky alcoves at the destroy them. 
worst of times. Try to 
avoid them. 


(a) Getting all the way up here is only 
possible with Tails. The reward is 
usually 30-50 rings, So it’s worth 
going for. 


you’re worried about losing that stash 
of rings you’ve accumulated so far, 
you can always take the high road and 
grab the Barrier. 


more‘info on Special Springs.) 


fe al 


© Access this Extra Life by hitting 
these three jump-pads one right after 
the other. 


section of the map, but the better of 
the two is the 3/4 pipe. You’ll collect 
about 25 more rings than taking the 
bottom route. 


rte ) One 


= 


eo Green Hill Zone has an abundance of rings (over 250), so you don’t have to 
worry about dying. The only real secrets are the Extra Life toward the middle of the 
stage,/and the Special Spring toward the very end. (Note: See our Secrets section for 


reached either by flying up with Tails, 


or by hitting the spring before the 
previous loop. 


Invincibility should let you breeze 
through the last few enemies with no 
problems. 


Speed Boots ? Rings 
Be Invincibility >) Barrier 


KF Magnetic Barrier 


Extra Life 


Items Key 


| Neo Green Millon Strate) SSCS 


‘Strategy 


e With Sonic, just tuck into a 
ball and collect as many of the 
“easy rings” as you can. 
(Remember that your forward 
momentum will keep you out 
of trouble when you’re tucked 
into a ball.) When you get out 
of the first loop sequence, 
you'll have a Barrier and about 
70 rings. 

© Once you approach the mid- 
dle section of the map, we rec- 
ommend going low instead of 
high. There’s an Extra Life, a 


rings inside the loops. 


e Knuckles plays this level 
almost the same way as Sonic, 
except he doesn’t have to 
worry so much about enemies. 
If you see one of those tricky 
Frog creatures, simply execute 
your triple punch combo, and 
you’re invincible to any of its 
attacks. (Note: Only projectiles 


Don’t forget that Knuckles 
has the ability to uppercut 
enemies. 


| last platform. 


Barrier, and an Invincibility all 
on the lower path of this area, 
so it’s definitely your best bet. 
e If you’re going for mass 


rings, then make sure you take 


the path through the 3/4 pipe 
toward the end of the stage. 


You'll pick up an extra 30 rings 


if you take this at full speed. 


This Extra Life is easily 
accessed by hopping off this 


olrategy 


can hurt you during your 3-hit 
combo.) 

¢ Toward the end of the stage, 
if you fall down too low and 
you want to get back up, don’t 
forget about Knuckles’ ability 
to climb walls. Although there 
are really no secrets or good- 
ies to find in this area with this 
technique, this is a really good 
place to practice. In some of 
the later stages, you’ll be able 
to acquire some neat secrets 
doing this. 


2 Fee 


There are a few spots where 
you can use his Climbing 


| ability, as well. 


overall because of his special 
abilities, and his prowess on 
this level is no exception. 
Getting 200-225 rings per run 
is very easy with Tails, mainly 
because you can get the 
Magnetic Barrier by flying up 
to it, and also because you 


If you’re a little short ona 
jump, just use his flying/ 
gliding ability. 


e Amy is the only character 
who doesn’t have the ability 
to roll, so we don’t recom- 
mend using her unless you’re 
pretty confident about enemy 
placement. If you’re used to 
just blazing through with 
Sonic or Tails, you'll be in for 
some trouble with Amy 
because certain jumps aren’t 
timed for her non-aerial 
attacks. You’ll need to actually 
concentrate on your jumps 
and time your attacks with her 


The Piko Piko Hammer 
quickly takes care of enemies. 


e Tails is our favorite character 


| accessed by Tails. 


Strategy 


can get the bonus 30-50 rings 
on the sky platform in the 
very center of the stage. If 
you’re looking to bank some 
massive rings for raising your 
Tiny Chao, look no further 
than Tails and Neo Green Hill 
Zone Act |. 

e Just remember that when 
you're flying, you can’t bump 
into enemies, or it will count 
as damage. Not only will you 
lose your rings, but you’ll also 
fall to the ground. 


These ? Ring Boxes at the top 
of the level can only be 


Piko Piko Hammer instead of 
just mindlessly running as fast 
as you can. 

e One of Amy’s passive special 
abilities is her slightly higher 
jumping height. With it, you 
can access areas that are nor- 
mally a little difficult for the 
other characters to enter. 


+) 


This secret passage is easily 
accessible with Amy’s extra- 


@ 


| high jumps. 


Level Overview 


AS isn’t quite as easy as Act I, but that’s mainly because of the Boss battle. If you 
can get up to Dr. Eggman with at least 50 rings, you’re set. Also be aware that there 
are an/astounding three | =xtra Lives placed on this stage. Use our icons to pick them all 
up! (Note: There is no S| ng on this stage.) 


e. It’s rare to have two Invincibilit ity 


© After riding this water stream 


o Use the platform to the right of the 


loop to grab this Mas across the canyon, you can walk back boxes right next to each then like 
| Getting one this early in the stapes through it and fall below to get the this. Take advantage of either one, | 
| does wonders for your ring count. Extra Life. } | and MOVE! | 


This whole middle area is pretty (S) Either route through the treetops is To get this Extra Life, you’ll need to 
messy, with power-ups scattered covered with rings, but the higher get on top of the dual loop sequence 
| eet tee We recommend using the route gives about 25% more. The easi- about 100 feet back. There’s a spring 
Ma tic Barrier if possible. est way to get there is to hit the dual on the edge of the second loop that 
loop sequence about 25 feet back. launches you up here. 


() Your first boss fight isn’t a tough one, 
as long as you remember the golden 
rule: always have at least ONE ring at all 
times. If you’re hit, quickly scramble 

to grab a ring before retaliating. 

@ Try to time your attacks so that 

you can get in two or three per pass. If 


you do it correctly (with any character), 
you can take out Dr. Eggman’s Smasher 
Basher in only three passes. 


otrategy 
e Sonic should use his tradi- 
tional running and jumping 
skills to get through the 
stage, making sure to collect 
all three extra lives if possi- 
ble. Try and save a Barrier for 
your battle against Dr. 
Eggman. 

e Against Dr. Eggman, Sonic 
really only has one method of 
attack: his Ball attack. If you 
time it correctly and make the 
first attack land on his outer- 
most edge, you will rebound 


re: 


e For the most part, play 
Knuckles just like you would 
Sonic or Tails. There are a few 
spots where Knuckles can use 
his Climbing ability to make it 
back up from a spot he didn’t 
mean to fall into. 

e Knuckles needs to rely on 
his 3-hit Combo to get things 
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Sometimes Knuckles’ 
Climbing ability really comes 
in handy. 


Don’t miss this easy Extra Life _ 
hidden below the waterfall. 


The 3-hit Combo is Knuckles’ 
_ best method of attack. 


and hit him for at least one 
more shot before he passes 
through you. Just remember 
not to make HUGE jumps, or 
you'll rebound all the way up 
into his hammer. If you do 
take damage, try to recover at 
least one ring so you have 
one at all times. 


e Tails has an incredibly easy 
time with this level (as he 
does with most levels). If you 
pass up the route to getting an 
Extra Life or bonus item, just 
stop what you’re doing and 
refer to our map for place- 
ment. Once you find the item 
you need, just FLY on up there! 


Strategy 


done with Dr. Eggman. You 
can use the jumping method 
also, but since his 3-hit 
Combo attacks with such 
speed, we found it easier to 
execute without taking any 
damage. If all else fails, just 
go nuts and deliberately take 
a hit, forcing a brief moment 
of invincibility during which 
you can get in at least two or 


three hits. As long as you pick 
up at least one ring during 
that time, you’re set. 


= 


Pi 


grab this Extra Life at the end 
of the stage. 


pletely different from the other 
characters, and she isn’t rec- 
ommended until you fight Dr. 
Eggman at least once or twice 
with everyone else. The main 
reason for this is because Amy 
does NOT have any variety for 
this battle. She mainly relies 
on her Hammer Whirl, which 
unfortunately only attacks 
from the top. Just try and time 
the Hammer Whirl so that you 
can get a decent rebound and 


With Amy, you’ll need to 
watch out for the telescoping 
spikes. 


_ Much like Sonic, Tails needs 
_ to use his jumping Ball attack 


_ Amy’s Hammer Whirl really 
_ works wonders on Dr. 
| Eggman. 


atrateay 


e During the boss battle with 
Dr. Eggman, Tails needs to 
utilize the same method of 
attack as Sonic. Time your 
jumps in between the ham- 
mer swings, and try and get 
in a decent rebound double 
attack when you see the 
opening to do so. Whatever 
you do, don’t click the Fly 
command, or you'll take 
heavy damage. 
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not be forced back into Dr. 
Eggman’s hammer. If you can 
do that, you should be able to 
complete this battle without 
taking a single hit. 

e For Dr. Eggman’s final 
berserk mode, just use Amy’s 
standard Hammer Attack 
(mash the buttons). 
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O Get ahold of this Magnetic Barrier early in the stage by 
hopping over to this ledge. Having this will pretty much let 
you run through the rest of the stage without worries. 


© To get this Extra Life, you need the Speed Boots from 
about 25 feet earlier. With them equipped, you'll need to get 
a full-powered launch from the ramp below. If done correctly, 
you’ll have enough boost to launch up onto the ledge to 


grab the Extra Life. 


© Remember that sometimes ? Ring Boxes give one ring, and 
sometimes they give 4o rings. Your best bet is to crack them 


open whenever you get the chance! 


sre 


straightforward, with no 
“pits” or “voids” to worry 
about. Your only real trouble 
is dealing with all the little 
pop-up enemies that try and 
block your path when you’re 
speeding along. Just remem- 
ber to stay in Ball Mode, and 
they’re toast. 

e There’s one Extra Life on 
this stage, and it’s not easy 
to get. First off, you’ll need to 
get yourself situated at the 


Sonic can grab this Barrier by 
launching from the ramp 


e Use Knuckles’ Dash Glide 
whenever you get the chance. 
Not only does it let you cover a 
lot of ground quickly, but it 
also keeps you off the ground 
where all those dangerous 
spikes and pop-up enemies 
dwell. Another cool fact about 
the Dash Glide is that 


Use a Dash Glide to get over 
to this Magnetic Barrier. 


e This level plays pretty pte 


_ When you’re near lava, watch 
_ out for the fire projectiles! 


very beginning of the ramp 


that precedes the Extra Life. 
Next, Spin Dash to full speed 
and launch off the ramp 
(making sure to get enough 
lift to reach the ledge). 
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Knuckles uses his fists as 
weapons during the flight. So 
in other words, anything you 
run into or glance past while 
using the Dash Glide will be 
automatically pummeled. 

e As you play more and more 
with Knuckles, you’ll realize 


how useful his Dash Glide and 
Climbing ability really are. This 


stage is chock full of places to 
climb, glide, and explore. 


If you build up enough speed, 
_ you can launch right up to 
: this Extra Life. 
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® Tails plays this section the 
same way as Sonic does, using 
Ball Mode to collect rings while 
staying out of trouble. There 
are a few spots where his 
Flying ability comes in handy, 
namely: 1.) the section with the 
Extra Life, and 2.) if you ever 
need to backtrack for a Barrier. 


The direction you jump 
depends on which side of the 
rope you’re on. 


Since this level is full of 
springs and spring-pads, we 
thought it would be important 
to remind you that Amy doesn’t 
automatically go into Ball 
Mode when she hits a jump. 
She’s fully open to attack under 
these circumstances. 

e Amy needs to play cautiously 
on this stage, making sure not 
to walk into any spikes or ene- 
mies. Her inability to go into 
Ball Mode makes her an open 
target when she’s moving 


Remember that Amy won’t 
turn into a ball when she hits 
springs. 


_ This Invincibility lets Tails 
_ whip through the middle part 
! of this map. 


i Ps Dice : hoes 
_ Amy needs to rely on her stan- 


~ Again, Tails’ flying ability is 


borderline cheating, and lets 
you pretty much do whatever 
you want. 

e Remember that every 100 
rings grants an extra life (to 
any character), and it’s entirely 
possible to hit 200 rings on 
this level alone. If you’re trying 
to get through the whole game 
in one huge run, you can stack 
up massive extra lives in these 
early stages. 


laterally, so just remember to 
play a little slower than you 
usually do. 

e Amy’s Piko Piko Hammer is 
very important here, enabling 
her to Hammer Jump up to 
high ledges, or Hammer Whirl 
down on top of enemies. 


dard Hammer Attack to clear 
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» enemies. 
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Unfortunately, only Tails and Knuckles have access to this 
Extra Life. Located on the very top of this loop, you’ll need to 
either climb up or fly up to grab it. 


hit this Special Spring, you’ll need to stop yourself from 
flying past the retention wall. When you do so, simply Spin 
Dash back up the hill and over to the spring-pads that lead up 
to the Special Spring. 


Make sure to save ONE of these two barriers for the boss! 


Speed Boots ? Rings 
BE Invincibility i 3) Barrier 
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Items Key 


@ This time Dr. Eggman is packing a 
better machine that attacks much 
faster. You'll basically want to avoid his 
jumps by continuously moving from 
place-to place, all the while trying to 
get in an attack of your own when you 
see the opening. 

(2) When he does his super jump, make 
sure you’re not on the ground or the 
vibration will make you lose your rings. 


Health: 8 hits 


e 
Strategy 


the middle of the stage, as 
marked on our map. 

e Against Dr. Eggman, make 
sure to go in with at least a 
Barrier and 50 rings. His 
SpringPod will make jumps 
according to where you’re 
standing, always be on the 
move. Since you'll only be able 
to do damage with the stan- 
dard jump attack, timing will 
be everything. 


e Knuckles can access the 
Special Spring fairly easily by 
utilizing his Climbing ability. 
Just attach yourself to the wall 
and go! 

e Unfortunately, Knuckles’ 3- 
hit Combo does him absolute- 
ly no good when fighting Dr. 
Eggman in his SpringPod. 
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Knuckles can climb back up 
this loop to reach the Special 
Spring. 


© There’s one Extra Life toward 


e Make sure you’re not stand- 
ing on the ground when 
Eggman lands from his super 
jump. Not only does he track 
your position (it’s a homing 
attack), but the vibration 
effect from his SpringPod will 
make you lose your rings even 
if you aren’t hit directly. 
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There just isn’t a sufficient 
opening to try and get in any 
of the three hits. If you try it, 
you’ll take damage every time. 
¢ The best method of attack 
for Knuckles is to simply time 
Dr. Eggman’s jumps in his 
SpringPod, and then use the 
Dash Glide when there’s an 
opening. The other cool thing 
about the Dash Glide is that it 
keeps you off the ground and 
immune from the vibration 
damage. 


_ Knuckles’ Dash Glide is the best 
' attack against Dr. Eggman’s 
| SpringPod. 


¢ The best part about playing 
Tails on this level is how easily 
he can reach the Special 
Spring. Even if you misjudge 
the momentum on the first 
loop (and as long as you don’t 
hit the ripcord), Tails can sim- 
ply fly back up the channel. 
Since the Special Stage will 


Although it looks high on the 
map, Tails can easily fly up to 
the Special Spring. 


e Since Amy has no special 
skills that affect her move- 
ment, rely on her Hammer 
Jump to help give you the 
edge when attempting to 
make high ledges or plat- 
forms. Also be aware of the 
telescoping spikes, and ene- 
mies that pop out of holes. 
Since Amy can’t use the Ball 
Mode, she’s much more 
prone to stumble into these 
types of things than the other 
characters are. 


Amy needs to rely on solid 
jumping skills to reach the 
Special Spring. 


ae | Se 
| Ifyou time it right, Tails can 
| get in two attacks right after 
' another. 


i oe jf ay : 
You can use the Jump Attack 
: or the Hammer Whirl against 
| Dr. Eggman. 


likely take you more than one 
or two tries to complete, we 
recommend using Tails, as he’s 
the easiest to reach the spring 
with. 

e As for Dr. Eggman, Tails 
fights in a similar way to 
Sonic. Time the SpringPod’s 
jumps, making sure to give it 
one good hit per pass. After 
six hits, Dr. Eggman will do a 
super jump attack. Dodge it, 
get in two more quick hits, and 
you’ve won! 


e Against Dr. Eggman, Amy 
needs to alternate between 
her standard Jump Attack and 
her Hammer Whirl. The Jump 
Attack should be used when 
you’re horizontal, and the 
Hammer Whirl when you’re 
vertical. Amy has the toughest 
time with this boss by far. 
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Level Overview 


T level is a lot of fun, but borderline impossible to actually direct your route with 
any/sort of speed. We recommend playing it a few times to get the feel for the differ- 
ent pinball-like objects, and take it from there. The is up toward the very 
end of the stage, on the north end of the board. There are three Extra Lives at the very 
end,of this stage, so don’t pass ’em by! 
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(4) This is the only on the stage, and it’s 


placed about halfway through. If you’re trying to collect rings, 
make this little ledge one of your stops. 


© Although the chance of getting only a few rings is always 
there, these should be your number-one target if 
you’re going for max rings. Both of these are accessible if you 
come down from the top, then ride the spinner device and 
backtrack a bit to get the second box. 


© This is up and out of the way, but easy to 
access once you know where to look. If you follow our yellow 
pathway arrow on the map (in the upper right quadrant), 
you'll see how easy it is to just hop right up the few ledges 
and onto the Special Spring. 
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io © sefore you complete the stage, it’s wise to grab all three 
in this small area. The first one needs to be 
grabbed after accessing the Special Spring, the second one is 
only a few meters below the first one, and the third is a few 
meters below the second. 


Strategy 


e A radical change from the 
past two zones, Casino 
Paradise Zone is really one big 
hectic pinball game from start 
to finish. Although you won’t 


Stage, grab as many of the 
Extra Lives as you can get 
before continuing toward the 
exit. There’s one right above 
the Special Spring, and then 


“out of the way” rings will 


need to learn how the various e Tails has the easiest time two more below it. 

obstacles work to complete come to you with ease. accessing the Special Spring e When you get near a pinball 
the level, you will need to ¢ There’s only one “void” in on this level, so we recom- paddle, your jump button 
learn about them if you want this area, and it’s toward the mend playing as him if your activates the paddle like a 

to move around with any sort very end in the bottom left goal is to earn the Chaos regular pinball machine. You 
of accuracy. quadrant of the second map. Emerald for this zone. After can sort of direct where you 

e A Magnetic Barrier on this Press toward the right, and your successful (or failed) want to go by waiting until 
stage is probably the best the springs will get you out. attempt at trying to get the you roll down to the edge, or 
item you can get. All those Chaos Emerald in the Special releasing early. 


Balloons give a greater-than- —_ As usual, Tails has the easiest 
normal height on your jumps. time accessing the Special 


CNGANY 


Use these paddles as you _ Once you get the Magnetic 
would in a regular pinball | Barrier, it’s “hello rings!” 
game. : 


i 


e As with the previous zones, 
Amy is by far the toughest 
character to use in the 
Casino Paradise Zone. Her 


e Although you might not 
notice at first, those “S-E-G-A” 
letters can be jumped from (or 
attached to) if you land on 


nn § §=them, They're actually helpful extra-high jumping ability — . 

¢ Knuckles Climbing ability in getting across to the next helps out in certain areas, from enemies that attack 
simply rocks in this zone, ledge in some areas. but again, her lack of being quickly, or enemies that pop 
mainly because there’s not e Although there are no able to go into Ball Mode up at the wrong times. 

much order to the level and “secrets” on this stage, the leaves her too vulnerable e It’s tough to get Amy up 
everything is so scattered. If Special Spring is in the upper when just walking around. into the area with the Special 
you’re trying to collect every right-hand corner of the map. Get into the habit of con- Spring, but if you do, make 
ring on the stage or do some Knuckles has no problem stantly swinging her Piko sure to grab the three Extra 
crazy exploration, Knuckles is accessing it with his Dash Piko Hammer whenever you Lives on the way down. 

your man. Glide. 


jump. That way, you’ll be safe 
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Those swirling blue holes _ Knuckles can really get Use Amy’s Hammer Jump to _ With Invincibility, Amy has lit- 
take you from one place to _ through this level quickly reach extremely high ledges _ tle trouble blazing through 
another. | with his Dash Glide. or poles. » enemies. 
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rning to deal with all the bouncers, slog and pipes will take a few trips 
, although there aren’t many secrets worth going for. Dr. Eggman’s goofy little 


@ As he passes from tube to tube, 
you'll need to jump on the actual 
machine that Dr. Eggman is riding in, 
and not the decoy. If you accidentally hit 
the decoy (even from above), you'll take 
damage and lose your rings. Although 
this looks easy on paper, as Dr. Eggman 
starts to speed up, you'll realize that it’s 
very easy to accidentally hit the wrong 
machine and take damage. 

@) The best place to stand is right 
underneath the middle platform. If you 
stand ON the middle platform, you’ll 
actually be at a disadvantage because 
you won't be able to duck. 


strategy 


e This level concludes with a 
boss battle against Dr. 
Eggman in his most complex 
machine so far, yet it remains 
one of the easier boss battles 
because there are so many 
places to dodge attacks. 

e With Sonic, you’re going to 
want to hide below the center 
platform and stay ducked. 
When you see Dr. Eggman’s 
ship pop out of either the far 
left or the far right (lower) 
hole, jump up and get ina 
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If you can grab the Magnetic 
Barrier, the rest of the level is 
easy. 


e Of all the levels in the game, 
both Casino Paradise acts are 
definitely Knuckles’ favorites. 
Since they’re so vertical, 
Knuckles’ Climbing ability 
really comes in handy. For 
example, if you refer to our 
map and see that you’ve 
passed up an item, it’s never 


Knuckles’ Climbing ability is 
just perfect for these levels. 


Spin Attack. As Dr. Eggman 
begins to take more damage, 
he’ll speed up his movements, 
trying to bait you into attack- 
ing his spiky ball decoy. (Note: 
You can’t destroy the decoy. 
You'll take damage no matter 
where you hit it.) 


attack. 


too late for Knuckles to crawl 


back up, or Dash Glide across 
to get that item. 

e Against Dr. Eggman, 
Knuckles can either use the 
same technique as Sonic, or 
get creative and use his Dash 
Glide to attack from side to 
side. The Dash Glide method is 
much more risky, although 
getting in clean hits is a lot 
easier due to Knuckles being 
somewhat invincible from the 
front during his glide. 
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You can either use his Dash 
_ Glide or the regular Jump 
Attack. 


© Once again, Tails has the 
easiest time with this level. If 
youre looking for speed, just 
have him fly across the top of 
the level until he hits the wall 
in our first picture. Use his Tail 
Attack to crack it open, then 
grab the Invincibility and head 
for Dr. Eggman! 


Tails can fly over to this wall 
and break through with his 
Tail Attack. 


e Amy has a tough time with 
the Casino Paradise levels, but 
luckily this second one isn’t as 
crazy as the first. Try and get 
her a Barrier as quickly as pos- 
sible, and remember to almost 
always land your “blind” 
jumps with a Hammer Whirl 
(just in case there’s an enemy 
below). 

e Versus Dr. Eggman, Amy is 
the only one of the four char- 
acters who’s better off stand- 
ing on top of the platform, 
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You can pick which way to go 
when you hit these tunnels. 
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e With Tails, you'll want to hide 
underneath the main platform, 
making aerial attacks when 
the opportunity arises. Be 
careful with Tails, and make 
sure you don’t accidentally tap 
the A Button while you’re in 
the air. If you do, you’ll fly 
around and definitely take 
damage. (Note: Once you start 
Tails’ Propeller Flying, you’re 
stuck in that move until you 
touch hard ground.) 


tea 


_ When you see the opportunity, 
_ make a swift jump and attack. 


instead of underneath it. The 
main reason is because her 
standard Hammer Attack can 
just reach either side of the 
platform. Of course, the hard 
part is still trying to dodge the 
decoy when it comes barreling 
down the upper pathway. 


my 


Goes 


Amy is better off standing on 


_ the platform because of her 
| hammer. 
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Level Overview 


T he Ice Mountain Zone brings water to the mix, adding yet another hazard into the 
wonderful world of Sonic. If you’re underwater for too long (18 seconds to be exact), 
you'll see a five-second timer appear over you characters’ head. If you don’t get air 
before the timer runs out, you'll lose a life. The S al Spring is toward the beginning of 
the stage, as marked on our map. 
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Gay Extra Life 
o The safest vay to access this © This Magnetic Barrier is one of the ry Make sure to grab this Extre 
il Spring is to use Tails and his most important items on the map. Use alongside the spring-pad right before 

| flying ability. Use the ledge to the right the nearby spring-pads to grab it. the exit. It’s the only one on the stage, 


| for access. and it’s easy to get. 
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e ¢ There are several new haz- 
ards to watch out for in the Ice 
Mountain Zone, but the most 
important one is the water. 
Remember that you only get 
18 seconds of air before your 
character goes into the “5-sec- 
ond warning” phase. During 
that time, you either need to 
surface for air, or find a bubble 
pocket down below. (Note: 
Bubble pockets are placed 
every 25 feet or so, So you 
never have to look very hard.) 


aay ne 
Scan for bubble pockets like 


this one when you run low 
on air. 


e Although Knuckles doesn’t 
swim, he has two aqua-based 
abilities that place him right 
behind Tails as the second 
most controllable character 
underwater. His first underwa- 
ter skill is a modified Dash 
Glide where instead of sliding, 
Knuckles swims. 


{ 


e Another thing you'll notice is 
that when you’re in deep 
snow, you won’t be able to 
accumulate speed. This isn’t 
crucial unless you’re playing 
Vs. Mode with the Race option 
selected, but it’s worth noting. 


aren 


You won’t be able to Spin 
Dash very well in this deep 
| snow. 
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The problem is that you can’t 
swim vertically, and you’re 
constantly travelling some- 
what downward as you exe- 
cute it. The second move is his 
tread water technique, which 
only occurs if you get Knuckles 
up to the surface (using a 
spring pad, or maybe a moving 
platform). This is helpful for 
the final boss, but useless 
anywhere else in this zone. 


Knuckles is the only character _ Don’t miss this Extra Life at 
with the ability to tread water. _ the very end of the stage. 
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° Once again, Tails proves why 
he’s clearly the most useful 
character in this game. Not 
only is he the only character 
who can fly through the air 
using his Propeller Flying skill, 
but he’s also the only charac- 
ter who can fully control him- 
self underwater using his 


Tails’ swimming ability makes 
him the perfect character for 
this stage. 


e Since Amy is the slowest- 
moving all of all four charac- 
ters, her movement underwa- 
ter is borderline unbearable. 
It feels like she’s in molasses. 
Try to remain on the upper 
section of this map for as 
long as possible. If you’re 
forced underwater, pay spe- 
cial attention to the 18-sec- 
ond rule. 

e Amy’s Hammer Attack helps 
when you stumble across 
snow drifts. Just give ’ema 


Whenever you see a lage 


snow drift, make sure to crack 
it open. 
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Swimming ability. There’s little 
worry of running out of water 
when you can simply swim to 
the surface whenever you 
want. Ahh, the glory of Tails! 
e It’s possible to use the adja- 
cent spring-pads to reach the 
Special Spring with any of the 
characters, but since you’re 
going to need a few tries to 
get this Chaos Emerald, it’s 
best to use Tails for repeat 
attempts. 


| Get up ste the Special Sprit. 


| using Tails’ Propeller 
: Flying ability. 


quick whack to reveal either a 
hidden item or a hidden 
spring. 

¢ Did you know that Amy is 
Sonic’s girlfriend? Although 
Sonic never agreed to go out 
with her, she took up the 
position herself. Interesting... 


If you remember the 18-sec- 
ond rule, you'll never run out 


of air. 


Level Overview 


oO” about one-fourth of the level is covered in water, which means you won’t spend 
nearly as much time searching for air bubble outlets. The boss battle with the 
Drilling Machine isn’t too hard, but it’s much easier if you have a character who can swim 
(Tails/or to a lesser degree, Knuckles). Also note that Acts | and II of the Ice Mountain 
Zone both contain Special Springs. 


© This Extra Life can only be 


@ This passage leads below, but it © Use the three platforms to get past 

} also houses some fish enemies to the voids. Ride them all the way to the accessed from the top (or if you’re 
watch out for. Just be prepared to top before jumping to the next | using Tails). It’s not a big deal at this 
| 


jump when they surface. platform. point, but worth noting. 


@) First and foremost, this battle takes 
place underwater. Not only will you 
have to worry about attacking Dr. 
Eggman’s Drilling Device, but you'll 
also need to be aware of how much air 
you’ve got left, and when you'll need to 
surface to replenish your supply. To get 
more air, uSe one of the stalactites that 
drops from the ceiling as a stepping 
stone to the surface. 

@) To attack Dr. Eggman, you'll also 
need to use the stalactites. As they 
drop, try to get on one and then launch 
your jump attack up into the underbel- 


?’Rings ly of the Drilling Device. 
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This Special Spring is accessible by © This group of vertically mounted 


any character if you use the large spring-pads will bounce you up to the 
spinning wheel to the left. top, above this giant void. 


Items Key 
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Health: 8 hits 
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e The Drilling Machine itself 
has no attacks, but this 
remains one of the more diffi- 
cult battles merely because it 
takes place underwater. (Note: 
Not only is your movement 
slowed down considerably, but 
you have to worry about your 
air supply as well.) Use the 
small stalactites as jump-pads 
to get the extra height needed 
to attack the Drilling Machine, 
and just to be safe, use every 
other stalactite to refill your 


Be aware etthat these 
Drillsharks attack without 
warning. 


e As usual, Knuckles’ Dash 
Glide works well for covering a 
lot of area quickly. If you’re try- 
ing to collect rings, however, 
don’t use the glide. 

e For the most part, Knuckles 
should fight Dr. Eggman’s 
Drilling Machine using the 
same techniques as Sonic. The 


Kniiektee’s 3- shit Conibo works 
wonders against Penguins. 


Be careful not to get stuck in 
_ the vulnerable “tread water” 
' position. 


air supply. The only way you 
can take damage is by hitting 
the underside of one of the 
pointy stalactites, or by hitting 
the side of the Drilling 
Machine when you’re not in 
Ball Mode. Once you get used 
to riding the stalactites, this 
battle is yours. 


Remember that you need to 
| surface for air, as well as 
' attack. 


otrategy 


Because he'll naturally go into 
the “tread water” animation, 
you'll need to move down and 
away from the Drilling 


Machine before it touches you. 


If it does touch you while 
you’re in this position, you’ll 
take damage. (Note: The easi- 
est way to cancel is to jump 
while holding the down arrow 
on your control pad.) 


only real adjustment is needed 
when Knuckles surfaces for air. 


e Although you already 
accessed the Special Spring in 
Act |, don’t let it fool you into 
thinking there won’t be one on 
this stage as well. Actually, 
this is the ONLY zone that has 


| and one in Act II. Luckily, this 
Special Spring is easily 


This is the only zone with two 
Special Springs (Act | & Act II). 


— 


of trouble with this stage. 
Remember to use her Hammer 
Whirl often! 

e Amy’s Piko Piko Hammer 
makes her the best character 
(by far) for taking out the 
Drilling Machine. She can use 
her Hammer Jump to surface 
for air (without the use of sta- 
lactites), and inflict damage 
with her standard Hammer 
Attack at the very peak of her 
jump (also without the use of 


Amy’s Piko Piko Hammer 
takes out Penguins with ease. 


two Special Springs, one in Act 


° AS feral Amy has quite a bit 


_ Amy’s Hammer Jump lets 
_ her surface for air without 
any help. 


say 


ached with any of the four 
characters by using the three- 
spoked wheel directly to the 
left of it (see map). Just hop on 
the wheel, and jump over! 

e Versus Dr. Eggman, Tails 
should use the same tech- 
niques as Sonic for attacking 
the Drilling Machine. The only 
difference with Tails is that he 
can doggie-paddle up to the 
surface if he needs air, where- 
as Sonic needed to use the 
stalactites. 


Use the stalagmites to get the 
_ extra height needed to attack. 


stalactites). So basically, just 
keep Jump Attacking the bot- 
tom of the Drilling Machine 
until you can rack up eight 
hits. About halfway through 
your flurry of attacks, stop and 
do a Hammer Jump to break 
through the surface of the 
water and resupply your air. 
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(| need to traverse 


with only a few bot- 


is hidden, but 
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remember you can hold down the 
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Level Overview 
this level is one big void with pieces of floating land scattered 


about./Just be careful when making blind jumps, and 
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Angel Island Zone Strategy ER] 


Read 


otrategy 


e This level is absolutely 
stuffed with bottomless pits 
and voids, and is one of the 
main reasons why you’ll need 
a decent number of Extra Lives 
when you get this far in the 
game. For the most part, take 
this level at a slower pace than 
normal, and you won’t fall into 
holes or miss easy jumps. Half 
of the jumps in this level are 
“blind,” meaning you really 
won’t see where you're land- 
ing until it’s too late. 


Use these helpful latches to 
whisk you up to higher levels. 


° This little Echidna loves 
crawling around and getting 
into trouble. There are a few 
spots where some decent ring 
bonuses are only a 10-foot 
climb away (see picture below 
on left), and a few others that 
serve as really great shortcuts 
if you’re into the whole 


Knuckles’ climbing ability 
makes many sections much 
easier. 


Certain shafts have gusts of 
| air that keep you out of 
» trouble. 


If you have the choice to go 
high or low, always take the 
high route. 

e There are two Extra Lives on 
this stage, both of which are 
easy to get. Note their loca- 
tions on our map and make it 
a point to grab them. 


These rotating wheels need 
_ to be spun in their slots in 
: order to move them. 


atrategy 


“speed” thing. When used in 
combination with his Dash 
Glide, it’s truly a great way to 
explore the level. 

© Of special note to all char- 
acters are some of the newer 
situations to interact with in 
this area. There will be things 
like the air shaft shown in the 
picture below to the right, 
and also some wheels that 
need to be spun at fast rates 
in order to be moved. 


e There are two secrets for 
Tails on this stage, both of 
them involving a power-up 
item. The first one is the stan- 
dard Barrier in the very begin- 
ning of the stage. Since it’s 
way up on a platform, only 
Tails can grab it. The second is 
a Magnetic Barrier, on another 


oh 


This Barrier is hidden in the 
very beginning of the stage. 
Grab it! 


Believe it or not, Amy 
doesn’t suffer any more than 
anyone else on this stage. 
Since there are so many pits 
and double jumps, speed real- 
ly isn’t an issue here. One of 
the other cool things is that 
there are only three or four 
power-ups that aren’t accessi- 
ble by Amy. And for the first 
time, she can grab ALL of the 
Extra Lives! No kidding! 

° The only thing Amy has a lit- 
tle trouble with on both Angel 


¥ =. yj 
Amy suffers from a major 
speed loss after taking loops 
or ramps. 


| These blocks continually 
| lower, so jump quickly or 
' you'll be stuck. 
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Strategy 


high platform (about halfway 
through the map). 

e The one great thing about 
Tails is that even if you’re 
stuck down in a part of the 
stage where you'd rather not 
be, you can always use the 
Propeller Flying skill and get 
back to the highest point of 
the level in only a few sec- 
onds. Ah yes, the wonderful 
world of Tails. 


Island Zone Acts | and II are 
the loops. Since she can’t roll 
into a ball, she doesn’t carry 
any speed through them. This 
prevents her from making 
large jumps after the loop, but 
it won’t affect your ability to 
complete the level with her. 


3 


The Extra Life at the end of 
_ the stage is accessible even 
by Amy. 


23) 
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his is the most difficult level so far, primarily because of its tricky enemies mixed in 
with the sheer quantity of voids scattered throughout. The is about 
3/4 through the level, and you'll only be able to access it from the ledge directly to its 

left. The boss battle with the two Mecha Knuckles isn’t easy, so make sure to go in with 

at least a Barrier and 50 rings. 


fame 


isn’t critical 
to complete the level, but it’s helpful if your time, and jump on each platform ble from the ledge over to the left. 


your mission is to collect tons of rings. separately. Make sure to get a nice running start 
before you jump! 


e This is the first (and 
only) boss battle where 
you aren’t fighting Dr. 
Eggman in one of his 
machines. Instead, you’re 
fighting two of his evil 
robots modeled after 
Knuckles. Each robot 
takes four clean hits to ( C : 
kill, although both of hs is : all ti z Zé 

them block hits if you POEL CR Coed 
attack at the wrong times. 
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° Sonic needs to AEE this level 
very cautiously, much like 
Amy. Neither character has any 
movement-based special abili- 
ties, although levels like this 
one make us wish they did. 

e Against the two evil robots, 
Sonic needs to use his stan- 
dard Jump Attack. It’s a long 
battle with Sonic, because 
you’re pretty much forced into 
waiting until the first (pink) 
robot stops using its Spin 

Dash before you can attack. 


i 800” a a 
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Take your time around olds 
or you'll die on simple jumps 
like this. 


e Knuckles should use his 
Dash Glide when in doubt 
about an area off-screen. In 
other words, it pays to glide 
slowly instead of jumping 
blindly ahead. 

e Knuckles really shows the 
strength of his 3-hit Combo 
against these two evil robots. 


ee the Dash Glide to 
traverse these moving 
platforms. 


_ Jump over the Spin Dash and 
_ attack when the robot is 


And with the second (blue) 
robot, you’ll need to time the 
homing missiles and learn to 
jump over them. It’s not diffi- 
cult if you stand in one place 
and let them go blazing past 
you. Just have a few rings on 
hand just in case. 


| standing. 


Strategy 


If you can get either of the-two 
(or both) robots cornered, just 
go into your 3-hit Combo 


string over and over again. Not 


only will you lock up the robot 
and prevent him from attack- 
ing, but you'll also be able to 
stay away from those annoy- 
ing guided missile attacks that 
the blue robot uses. You might 
take a hit or two, but as long 
as you keep at least one ring 
on hand, you’re good to go. 


Kauekles should go into a 
continual 3-hit Combo to win 
this battle. 


¢ Once again, you’ll need to 
play Tails to repeatedly access 
the Special Spring. 

e Tails should use his Tail 
Attack almost exclusively dur- 
ing this boss battle. The best 
thing about the Tail Attack is 
that it’s swift, and you can be 
a good distance away when 


Look for the this Special 
Spring in the upper right- 
hand quadrant. 


e As with 5-1, take your time 
when progressing through this 
stage, and you'll do fine. 

e Amy has a good ol’ time 
with this boss, proving once 
again that her Piko Piko 
Hammer is capable of much 
more than just smashing 
boxes or rocks. If you attack 
from close range, you can get 
both the pink and blue robots 
in a sort of “stun lock” where 
you just keep hitting them 
over and over again until they 


Amy any goes into Ball 
Mode when she’s totally 
forced into it. 


| Use the Tail Attack (at close 
_ range) to inflict damage. 


: Both robes are eae 
| destroyed with Amy’s 
| Hammer Attack. 


_ Strategy 


you execute it. The trick is to 
“crowd” both the blue and 
pink robots, which basically 
keeps them from attacking. It 
goes like this: 

@ Jump over the Spin Dash, or 
duck under the Dash Glide. 

@ Wait until the robot stands 
fully upright, and then use the 
Tail Attack. 

© Stir and repeat. With these 
three steps you shouldn’t have 
a problem. 


explode. The trick is to take 
damage early, grab a few 
rings, then start pounding on 
the robots while you’re flash- 
ing. Remember that the robots 
take four-hits each, and also 
that the hits don’t count when 
you see the block animation. 


Level Overview 


s you move toward the top of this rocket, pieces of the level will fall off and you 

will NOT be able to backtrack. Therefore, we recommend grabbing all your goodies 
as you/see them, and hoping for the best. No saving those Barriers! This is the hardest 
level in the game, without a doubt. (Note: There is no Special Spring on this stage.) 


(4) After grabbing the last Extra Life 
toward the very top of this rocket, 
you'll only have to move about three 
more rooms to get to the end of the 
stage. To complete the level, shoot up 
onto the roof of the rocket by hitting 
the spring below the large opening. 


aS © This is your first taste of inversion, 
where the gravity switches from nor- 
mal to reverse, and you end up walk- 
ing on the ceiling. All of the other 
controls are the same (right is still 
right, and left is left). Just remember 
that your jumps are inverted also. Oh 
yeah, and watch out for the spikes 
next to the Invincibility box! 


© The entire bottom half of this area 
is automated. You pretty much just 
roll up into a ball, hit the first spring 
accelerator, and roll on up to the top. 


(4) This Invincibility box is hanging 
over a giant void, and is only safely 
accessible by Tails. (Remember that 
once you cross the orange lines on our 
map, the previous chunks of the rock- 
et disengage from the main section.) 
The easiest way to get the invincibility 
is to simply leap from the platform to 
the left, and use the Propeller Flying 
skill to hover across the void. 


Egg Rocket Zone Strategy [7%] 


Strategy 


e After you get past the first 
orange line on our map, 
you’re awarded five minutes 
to climb up to the next one. 
After that, you only have five 
minutes to get to the end of 
the stage. Although the level 
looks small on paper and 
you're probably thinking it 
won’t be much of a problem, 
be careful with your pacing, 
or you’ll end up losing lives. 
Sonic does reasonably well 
with this because he can 


Fan 
Even Sonic can grab this Extra 
Life. Just use the floating 

platforms. 


e Knuckles fares well on this 
stage, primarily because of 
his Dash Glide and Climbing 
ability. If there’s too big a gap 
to cross, whip out the Dash 
Glide. If there’s a steep wall 
or obstruction in the way, 
whip out his Climbing skill. 
Mix the two together, and 


We tried climbing up the side 
of the rocket, with no success. 


This ledge makes one of the 
_ hardest jumps on the level 
. possible. 


As usual, Knuckles’ Dash 
| Glide is great for crossing 
: large gaps. 


fewer places where it actually 
makes it easier. 

e When playing Tails, pay 
special attention to the item 
icons placed on the map. Not 
only can Tails get the three 
regular Extra Lives, but he 
can also get at least two 
more by collecting 200 rings. 
There are 300+ rings on this 
stage, but 200 is a more 
reasonable goal. 


¢ Believe it or not, Tails has 
just as difficult a time as all 
three other characters on this 
stage. The main reason is 
because the level works verti- 
cally, instead of horizontally. 
There are few places where 
the Propeller Flying really 
comes in handy, and even 


morph into Ball Mode and 
move quickly. 

e Once you pass those orange 
lines, you won’t be able to 
backtrack. In fact, the lower 
sections of the rocket will 
completely detach, turning the 
bottom of the stage into a 
giant void. 


400 
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Use the Propeller Flying skill 
| instead of trying to make dif- 
| ficult jumps. 


These small green bumpers 
will only push you in one 
direction. 


e Amy’s biggest problem on 
this stage are the enemies. 
They’re not placed in wacky 
places or anything, but rather 
where any of the other three 
characters would make quick 
work of them in Ball Mode. 
Because of this, you’ll need to 
use the Piko Piko Hammer 
Attack more often than usual, 
and it will begin to feel like 
this level is taking forever. 
Just be aware of the time 
limits in the upper sections 


you’ve got 99 percent of the 
level covered. 

e¢ Remember that you can 
move both directions with the 
Dash Glide, and you can 
switch and float down at any 
time. If you keep switching 
from side to side, you can 
lower yourself almost straight 
down at a very controllable 
speed. (This is much better 
than crashing into a wall of 
spikes or a void.) 


of the rocket, and keep mov- 
ing forward. You lose a life 
after the clock reaches 9:59. 
¢ There are five Barriers on 
this level, and most of them 
are on the bottom half where 
all the trouble is. Don’t be 
afraid to backtrack a few steps 
to grab one if you need it. 
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| Swing down from this bar into 


| this tube. It’s a real nice 


When in doubt, use Amy’s 
Hammer Jump to get that extra 


height. | shortcut. 
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Level Overview 


boss box for details. 


At dealing with the only truly difficult level in the game (Act I), Cosmic Angel Zone 
is a walk in the park. The is about 3/4 through the level toward the 
top of the map. This is the very last Special Spring, and it houses the 7th Chaos Emerald. 
The boss battle with Dr. Eggman is by far the most difficult in the game, so check our 


(4) Any character can get to this © Although four doesn’t look © You can either go high or low at this 
. Just take the high all that great, remember that you can point. Both routes lead to the boss, 
path from the beginning of the stage. get a maximum of 4o rings per box. but the high path has more rings. 


BossiBattle: 


Since this battle is so difficult, 
we’ve broken this section 
down into only the general 
tips. Please read each charac- 
ter’s strategy box for specific 
methods on how to win. 


re 


Health: 8 hits 


‘strategy , 


against Dr. Eggman is the 
standard Jump Attack. 
Whenever you see the 
machine flip over and reveal 
the glass top, give it a good 
whack and then jump away. 
The trick is to make sure that 
you rebound far enough away 
from the machine. Depending 
on where you jump and how 
much height you get, your 
rebounds will always be 
different. 


iL. Perera 


= ieee. 


Kem wei rm 


et en 


Prepare to have the level 
inverted at spontaneous 
intervals. 


¢ Knuckles bowls right over 
this boss, and he is definitely 
the best character to use for 
this level. Not only are there 
two huge walls that he can use 
to Dash Glide back and forth, 
but his Climbing ability lets 
him stick to the wall upon 

each successful glide. Just 


Don’t forget that the Dash 
Glide can be used as an 
attack. 


e Your only method of attack 


When Dr. Eggman flips his 
| pod over, attack quickly. 


e When the machine starts 
speeding up toward the end, 
stay toward either the right or 
left end so you only have to do 
a single jump to dodge it. Also 
remember that your jumps will 
be “standard power” from the 
edges of the screens, where 
there’s no arching or bowing. 


[as kako 


hang on the wall, dodge the 
projectiles by gliding to the 
other side, then attack when 
Dr. Eggman is exposed. Very 
easy and VERY cool! We wish 
more boss battles had unique 
surroundings like this one. 

e Although trying the 3-hit 
Combo may be tempting, 
don’t do it. It’s far too slow to 
hit Dr. Eggman and then have 
enough time to get away from 
the spikes. 


. 
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_ Inan effort to avoid projec- 
| tiles, we simply hugged the 
wall. 


Look for the this Special 


- 


e Just like Sonic, Tails’ only 
useful attack against Dr. 
Eggman is the standard Jump 
Attack. Time the hits well, and 
make sure to calculate in the 
rebound. (Dr. Eggman flips 
back to his spikes the millisec- 
ond after you hit.) The Tail 
Attack is too slow, and leaves 


Spring in the upper right- 
hand quadrant. 


° This is another boss that 
Amy has a very difficult time 
with. Her Hammer Whirl is a 
great attack when she’s got 
room to execute it, but this 
small area combined with a 
moving floor make it very diffi- 
cult to connect and then 
rebound away with total con- 
trol. The best and most impor- 
tant tip when fighting with 
Amy is to ONLY attack near the 
edges of the screen. This way, 
you can always push to one 


Amy only goes into Ball 
Mode when she’s totally 
forced into it. 


Tails wide open for the spikes 
to just plow him over, so 
you’ve got no other choice. 

e Dr. Eggman fires his projec- 
tiles every 12 seconds, in 
groups of three. His timing is 
exact, so if you want to dodge 
them easily, just fly around 
above him at the 12-second 
mark. All the shots will head 
toward the sky, which lets you 
jump over his vehicle without 
worrying about projectiles 


clogging up the bridge. 


_ Use the standard Jump Attack 
| (at close range) to inflict 
' damage. 


side or the other with a really 
good chance of not landing on 
the spikes. 

e We tried using Amy’s regular 
Hammer Attack, and it con- 
nected a few times, but the 
problem is that she takes a 
guaranteed hit from Dr. 
Eggman afterwards. 


Amy’s Hammer Attack isn’t 
_ your best choice against Dr. 


: Eggman. 


Level Overview 


he X-Zone is supposed to be your final showdown with Dr. Eggman. As such, the 
level is a series of three boss battles. Defeat all three of Dr. Eggman’s machines, and 
you’ve/won! Watch the ending and pay special attention to the very last screen. (Note: 


There are no item boxes, secrets, or Special Springs on this level.) 


i 


@ Boss I 
If you remember the original Sonic The Hedgehog on the Sega 
Genesis, you'll probably remember the best method to defeat 
this boss. The best place to stand is on one of the two plat- 
forms—it makes jumping over the ball much easier. When you 
see an opening, dodge the large flail-like weapon, and get in hits 
to the main capsule. 


@ Boss Il 
This goofy little Egg Car is easily destroyed, mainly because its 
only attack is to try and run you over. As you can guess, it’s easily 
avoided by jumping. Attack the main capsule, and watch out for 
the projectile drill attack right before it explodes. 


@ Boss Il 

Dr. Eggman’s final machine is his trickiest yet. To hit it, stand right 
next to the machine and get ready to execute a jump attack the split 
second you see his capsule open. When his capsule isn’t open, stay 
in the ducked position to avoid the laser attacks. 


his secret level is only accessible if 

you earn ALL seven Chaos Emeralds 
as shown in our Secrets section. Even 
then, only Sonic can access this level after 
beating the X-Zone as shown above. 


e After defeating Dr. Eggman 
in the X-Zone with all four 
characters—and if you have 
all seven Chaos Emeralds— 
Sonic will transform into 
Super Sonic for one final boss 
battle on the moon! 


e There’s no level here, and 2 i 

no items. As soon as you Since your rings are always The Super Egg Machine only 
begin, you'll be fighting Dr. ticking down as Super Sonic, has one weak spot, and as 
Eggman’s Super Egg Machine. __ the robot will attempt to trap usual, it’s the head. It takes 
Defeat him and see the you with these devices. Just exactly eight charged dashes 


extended ending! tap on the buttons to escape! before it explodes. 
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° b Sonic fights all three of 
these bosses with only one of 
his attacks: the standard Jump 
Attack. The first two machines 
go down easy, and it’s really 
just a matter of getting ina 
few well-timed hits. As long as 
you don’t get smashed by the 
giant, slow-moving wrecking 
ball, you’re good to go. 

e Since Sonic has no other 
special techniques, you need 
some impeccable timing to 
clear the third machine. 


Just use the efadiard Jump 
Attack when you see the 
opening. 


e The first and second 
machines are real pushovers 
for Knuckles. Against the first 
machine, just use the Dash 
Glide from platform to plat- 
form. After four swift passes, 
it’s toast. The second machine 
is easier yet, and requires 
nothing more than four stan- 


Stay i in the ducked position to 
avoid projectiles and bombs. 


N-Zone si ial 


The trick is to stand right 
below the machine (as shown 
in the picture below to the 
right), and get the pre-emptive 
strike on Dr. Eggman by jump- 
ing when you see the capsule 
open up. It’s very easy once 
you get used to the timing, 
and see it for yourself. 


Strategy 


dard Jump Attacks to destroy. 
e Against the third machine, 
Knuckles should use his stan- 
dard Jump Attack and get in 
clean hits like Sonic or Tails. 
His 3-hit Combo doesn’t have 
enough reach, and the Dash 
Glide is too difficult to time 
correctly. The trick is to time 
Dr. Eggman in his capsule, and 
then attack the millisecond it 
opens. It opens about every 5 
seconds. 


Knuckles’ Dash Glide can be 
used from platform to 
platform. 


Watch out for this drill attack 
right before you make your 


' final hit. 


e Unlike Sonic, Tails can attack 
the first machine with his 
Propeller Flying skill. Just 
hover right underneath the 
center of the machine, and 
you'll get in four quick hits, 
one right after another. Bang! 
e Against the second machine, 
just use Tails’ standard Jump 


Unlike the other characters, 
Tails can attack with his pro- 
pellers. 


the third machine is a real 
kicker. Because she can’t roll 


up into a ball and get a decent 


rebound from her standard 


Jump Attack, we highly recom- 


mend you use her Hammer 
Whirl instead. It’s just so 
much easier to get in close, 
get in a hit, and then escape 
with this move. 

¢ There’s a total of 22 rings on 
this stage, and it’s important 


Sad 


If you can get the right angle, 
use Amy’s standard Jump 
Attack. 


e Amy has a simple time dust- 
ing the first two machines, but 
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Strategy 


Attack. As you'll soon see, it’s 
really the most ridiculous bat- 
tle ever. 

e Tails needs to attack the 
third machine using the same 
exact techniques as Sonic. The 
only difference is that Tails can 
use his Propeller Flying skill to 
get away from the giant grab- 
ber hand. If you ever get down 
to only one ring, remember 
our “always attack from the 
left” rule. 


The giant grabber hand will 
| prevent you from getting your 
| rings. 
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that Amy try to save as many 
as possible for the third 
machine. If you take hits and 
lose rings on the first two 
machines, just start over. Your 
chances of getting past the 
third machine aren’t very good 
unless you go in with at least 
20 rings. 


If you’re having trouble get- 
ting close, try using the 


aD) 


» Hammer Whirl. 
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pecial Springs & Chaos Emeralds 


What Is A Special Spring? 


Ss: you’ve read through the walkthrough and noticed all of that Special Spring 
jargon we used throughout, but you still have no clue as to what heck we were 
talking about? Well, this little explanation should help clear things up for you. 
The/Special Springs are the only REAL secrets in Sonic Advance. There are seven of 
them, all on different stages, and they’re usually very well hidden. When you find one, 
you can jump on it and be warped to a Special Stage. As you might have guessed, 
there are seven Special Stages as well, one for each Special Spring. Half the secret is 
finding a Special Spring, and the other half is completing the ring-gathering require- 
ments and earning the seven Chaos Emeralds. Check out the next page for more 


This quick-reference chart shows 
each of the seven Chaos Emeralds, 
their locations, how many rings you’ll 
need to pick up to earn them, and 
also a handy page reference so you 
can easily find them on our maps. 

Go for it! 


[v] Emerald! (page 6) 
Level 1-1: 60 rings/120 rings 
[>] Emerald II (page 12) 
Level 2-2: 70 rings/140 rings 
[I Emerald III (page 14) 
Level 3-1: 80 rings/160 rings 
[y] Emerald IV (page 18) 
Level 4-1: 80 rings/160 rings 
[~7} Emerald V (page 20) 
oe Level 4-2: 90 rings/180 rings 
[v] Emerald VI (page 24) 
Level 5-2: 90 rings/180 rings 
[v] Emerald VII (page 28) 
Level 6-2: 100 rings/200 rings 
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Sonic 2 Mode 


This little trick is a throwback to the early days of Sonic The 
Hedgehog 2 (on the Sega Genesis), where Tails followed Sonic’s 


details on this process. 


To get Bonus Rings during a Special 
Stage, execute your trick move (B 
Button) right as you pass through the 
giant glowing barriers. There are usu- 
ally at least one per Special Stage, but 
sometimes there’s two. For every bar- 
rier that you successfully execute a 
trick on, you’ll earn 12 Bonus Rings. 
Although it may seem silly on paper, 
12-24 rings is an awful lot when you 
only need 120-200 to get your Chaos 
Emerald! 


a > £ S32 =e 5 
That giant yellow disc in the back- 
ground is what you’re aiming for. Try 
to execute your trick right as you 
pass through it. 


Another item that’s 100 percent exclu- 
sive to the Special Stage is the 
Continue. You can only get a Continue 
by picking up a Tiny Chao Icon in the 
Special Stage. Continues are really 
just a fun bonus, especially since you 
can simply select the level you want to 
play after losing all of your lives. 


When you see the Tiny Chao Icon, 
grab it—it’s a free Continue! 


ole Endings 


Sonic Advance may seem simple at first glance, but don’t let 
that fool you. After all, what would a 2-D adventure game be 


every move. To enter this mode, do the following: 


On the character select screen, 
highlight Sonic and press Up 
once. Next highlight Tails and 
press Down once. Go to 
Knuckles and press the L 
Button once. Highlight Amy 
and press the R Button once. 
Now when you go back to 
Sonic and select him with the 
A Button, you’ll hear the 
“Ring!” noise, meaning you’ve 
activated the code. Enjoy! 


@2) 


Tails is extra helpful while 
attacking those annoying 
enemies. 


without multiple endings? 
Ending 1: Standard 

This ending can be viewed by 
completing the X-Zone with 
any of the four characters. 


Ending 2: Extended 
After completing the game 
with all four characters and 
earning all SEVEN Chaos 
Emeralds, bring Sonic back 
to the X-Zone and complete 
it one last time. As you do, 
you'll morph into Super 
Sonic and fight the Super 
Egg Machine (SEM). Beat 
the SEM, and you'll be treat- 
ed to this extended ending. 


The Special Stages 


This section details the hardest parts of each Special Stage, along with some screenshots to point out those areas. This should help 
you get your Chaos Emeralds in no time at all! 


CHAOS EMERALD | 


Level 1-1: 60 rings/120 rings 


There are easily 160+ rings in this stage, 
so getting 120 should not be a problem. 
Don’t smash into the bombs, and - 
remember to execute your trick maneu- The trick maneuver 
ver (B Button) when you pass through ~~—s comes in handy when 
the two glowing barriers. You'll pick up = grabbing large 

an easy 24 rings if you get both. groups of rings. 


CHAOS EMERALD Il 


Level 2-2: 70 rings/140 rings 


Much like the first Special Stage, 
this one doesn’t require any 
advanced tricks. If you can stay 
away from the bombs, collect 90% 


Remember that an even 
of the rings, and execute only one of number (440 in this 

the two possible tricks, you’ll make 
the 140-ring goal easily. 


case) will still get you 
the Chaos Emerald. 


CHAOS EMERALD Ill 


Level 3-1: 80 rings/160 rings f 


This Special Stage has all of the 
tough sequences from the past two 
stages, but the toughest new addi- 


tion of Special Stage Illis learning to Stay clear of the 
deal with the jump-pads. When you bombs by riding these 
see one in the distance, try to stay channels. 


completely centered on it as if it were 
a ring. If you perform a trick on the 
jump pad correctly, you’ll get all of 
the rings on the way down to the next 
group. If you don’t perform a trick on 
the jump pad correctly, you’ll miss 
the majority of the rings and you 
probably won’t meet the quota to 
pass on to the next section. 


There are well over 
160 rings in this stage! 


CHAOS EMERALD IV 
When you’re faced with rings that are >. 
spread out over a large area, place 
yourself in the middle of them and use 
the trick maneuver to grab as many 
rows as you can. Usually they’re set 
up so that you can grab everything in 
one pass. Although it seems minor, 
this little trick is usually enough to put 
you over the edge. By the first check- 
point, try and have at least 82-85 
rings. Those extra two to five rings on 
the first half really make a difference 
since the second half contains fewer 
“bonus” rings. 


Use the trick maneuver 
to grab these rings. 


Try and hit at least 82 
by the first marker. 


© Level 5-2: 90 rings/180 rings 


CHAOS EMERALD VII > 
Level 6-2: 100 rings/200 rings | 


CHAOS EMERALD V 


Level 4-2: 90 rings/180 rings 


This level introduces a new trend in 
Special Stages: the fakeout. Basically, 
you'll be faced with many long, wind- 


ing strings of rings with a crafty lil’ Stay on the outer edge 
bomb placed at the very end. These to collect these rings 
are there to screw you up, obviously, —_ in between the bombs. 


because if you hit even one bomb on 
this stage, you’re pretty much guaran- 
teed to fail. We recommend that you 
only go for the first 3/4 of these long 
strings, and when you see the bomb 
approaching, shift back to the center 
of the pipe and stay frosty for the next 
string. Missing 1-3 rings on the tail 
end of these strings won’t hurt you 
nearly as much as eating a bomb. 


There’s well over 195 
rings in this stage. 


CHAOS EMERALD VI 


Luckily for us, there’s a real surplus 
of rings on the second half of this 
stage. If you can collect 90 by the 
first checkpoint, you should easily hit You can get all eight of 
190+ by the second one. The only these rings if you keep 
new problem is the large circular pat- die centered. 
terns of eight rings at a time. To get 
all eight in one pass, you'll need to 
execute your trick maneuver right as 
you—pass through the very center of 
the group. If done correctly, you’ll 
grab all eight—no problem. There are 
at least four groups of these one 
right after another, so stay focused 
after collecting one group. 


With both bonuses, 
there are well over 200 
rings on this stage. 


Unlike every other Special Stage, 
you'll need to collect almost every sin- 
gle ring to collect this last Chaos 


Emerald. (Note: We'd say there’s a max These “slalom” 
bombs are the tough- 
est part of this stage. 


of 210 rings on this stage, so there’s 
not much room for error.) The hardest 
thing to master is the slalom sections, 
where you need to go from rail to rail 
picking up rings as you dodge the 
bombs that are only a few pixels away. 
Since the level moves at a set speed, 
the real trick is finding the rate at 
which to switch from side to side. 
Once you collect this last Emerald, it’s 
time to go fight Dr. Eggman in the X- 
Zone with Sonic one last time! 


203 rings is the most 
we've ever achieved 
on this Special Stage. 
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Versus Mode Maps 


T hedge E multiplayer maps are shown as large as possible for your reference. Although 
there is definitely some strategy involved in the Versus Mode, we felt that the 
instru¢tion manual does a very good job explaining the various modes of play and how 
to deal with them. Enjoy! 
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|) 7 General Tactics 
uckily for us, raising your Chao seems a lot more complicated than it actually is. We 


L were hoping that there would be some sort of super secret if you could develop your 
Chao to a certain level, but it never happens. As such, we recommend you focus not on 
building your Chao, but rather on having fun with it. 


Chao Stats PePOtting es ae 
Unless you plan on exporting your Chao If your Chao has a low Mood meter, you 
to the GameCube version of Sonic, the can pet it once every minute or so to bring 

seven stat meters don’t actually affect it back up. 
your Chao in Sonic Advance. The benefit 


in building up these stats is so that you Ba Sleeping 


can export him to your GameCube and Once every three to four minutes (it 
then use your powered-up Chao to win varies), your Chao will take a nap. If you 
races or competitions. attempt to wake it up while it’s napping, 


your Chao will become angry and lose a 


few points on its Mood meter. There are 


Weeds really have no significance unless You need to feed your Chao Special no other features related to sleeping. 

your Chao is already seriously grumpy. Berries from the pull-down menu or it will 

More specifically, if its Mood is lower become angry. You can earn rings to buy 

than 1/4 and there are more than 10 these berries either by playing the two There are three special toys you can buy 

weeds, it will become angry. mini-games, or by completing the regular | for your Chao. Each of them has a special 
game. (See the next page for more info.) feature (see next page), but none of them 


add anything super-secret to the game. 


aa Talking Running Away 


Every 30 seconds or so, your Chao might If the Mood meter ever falls to zero and 
say something for no apparent reason. stays there for one FULL hour (of game 
The vast majority of these comments are time), your Chao will run away. When this, 
silly and have absolutely nothing to do happens, you won’t be able to exit the 


Powe wee 

coreqeerl with the game. Unfortunately, you cannot game (or save) until you pet your Chao and 
- Stamina sud8: fe ° . . * ” 

: - answer or interact when it asks questions make it come back. Basically, you can’t lose 
: or makes comments. your Chao unless you hatch a new one. 


o play. You can enter these 
mini-games as many times as you want, and they don’t cost anything to play. Below we’ll explain how they work, and also give 
a few common-sense tips for each one. 


This plays just like the tra- 
ditional “hand-to-hand” 
game, except it’s shown on 
little cards. Every time you 
beat another card by 
showing the winning item, 
you get one ring. When 
your time runs out, the 
rings you’ve earned go 
into your bank. If you ever 
get confused, just remem- 


The matching game is noth- 
ing more than a simple 


4 I< - RINGS 
game of classic “memory.” | @ || 


Just match two of the same 
items by flipping over the 
cards, and you'll win the 
amount of rings shown for 
those cards. If you guess 
the wrong card three times 
in one game, you lose. J , 
Here are some tips: game you played a child, this 


Paper beats Rock 
Rock beats Scissors 


ber these tips ~~ Scissors beats Paper matching game is solid fun. 


Seriously, that’s it. Oh and try not to focus on the time, or @ A good majority of the | © We got perfect scores every 
get all crazy with your speed. Just play at a normal pace, and tiles are right next to time, but we cheated. We just 
you'll be able to consistently grab 20-30 rings per game. each other (see picture to _ took a screenshot as they 
(Note: This is the faster of the two mini-games if you're look- the right). If you can get unveiled the tiles, then 

ing fora lot of rings.) these out of the way, the brought it up on our computer 


rest is easy. as we played. Yeah, it’s cheesy. 


Buying Stuff 


Special Berries 
Below is a chart showing all seven Special Berries, what they look like, how many rings 
they cost, and what they do for your Chao. Some berries are better than others, and some 
just plain stink. (Note: Each number in the chart below represents one point on the 
corresponding stat meter. -1 would be minus one point, +5 would be plus five points, etc.) 


Important Spec 


e We highly recommend that you try and 
build up your Chao using only ONE type of 
Special Berry at a time. As you can see 
from the chart above, each of the berries 
gives great bonuses to certain stats while 
subtracting from other stats. However, you 
should also note that any of the five “Skill 
Stats” (stats shown in RED) CANNOT fall 
below zero once they’ve leveled up. So in 
other words, level up your desired stat 
until it hits the level you want, then focus 
on another stat using the corresponding 
berry. This way there is no wasted skill- 
point allocation. 


Buying Eggs 


ial Berry Tips 

¢ There are THREE berries that stick out as 
real winners. If you plan on building up 
Swim and Run, then use Berry C. If you 
plan on building up Fly and Power, then 
use Berry F. And for Stamina, we recom- 
mend Berry B. Remember to only select 
ONE of the above berries at a time, and 
then level up until you hit the desired 
level. When you’re ready to switch, go 
ahead and do it. 


Special Toys 
There are only three toys for your Chao, 
each of which can be used in different 
ways as detailed below. 


2,000 Rings 


This is the first toy that’s available 
for your Chao. If you purchase it, 
your Chao will blow on it and make music. 
(Note: You can manually pick it up and 
make your Chao play with it.) 


2 1000 Rings 
This toy appears Ser you ae the 
Trumpet. It enables your Chao to 
float in ponds, but it doesn’t affect — 
~ Swimming ability. It’s very difficult to get 
your Chao to use the Rubber Ducky on the — 
: Game Boy Advance. 


Ring Gathering 


Although some will consider this method cheap and some- 
what against the whole principle of raising your Chao, we say 
if it’s in the game, then why not exploit it. So... here’s the step- 
by-step method to earn a massive quantity of rings in a very 


Egg Appearances 
The official explanation for 
how and why Eggs appear is 
so bizarre that it doesn’t 
even make sense. As such, 
we’ve super-simplified it 
into this: 
e You only get ONE Egg per 
Chao, period. Unless you 
plan on exporting multiple 
Chaos to the GameCube 
memory card, or your Chao 
runs away, you'll never see 
anything but your very first 
egg. And since you CANNOT 
ever clear your Chao from 
your memory card, there’s 
not much you can do about 
it. Conclusion: Unless you 
buy Sonic Adventure 2 
Battle, you’ll probably never 
see more than one egg. 


When you first start up your 
new Chao, it is determined 
whether you get a Normal Egg 
or a Rare Egg. The ratio is 3:1, 
Normal:Rare. After it deter- 
mines Normal or Rare, it uses 
the appearance and pricing 
chart as shown below. 


onde Ses 
Normal (20%) o Rings 
Silver (20%) 500 Rings 
Gold (15%) 1,000 Rings 
Ruby (15%) 5,000 Rings 
Sapphire (10% ooo Rings 
Amethyst (10%) 8,000 Rings 


Emerald (10%) 10,000 Rings 


12,000 Rings 
Aquamarine (20.5%) 14,000 Rings 
Peridot (50.5%) 16,000 Rings 
Topaz (.5% 18,000 Rings 
Onyx (8.0%) 20,000 Rings 


Garnet (20.5% 


short period of time: 


@ Pick Tails or Sonic, and 
start up Level 1-1. We use the 
very first level because it’s 
incredibly easy and super 
short. Run through the level 
as fast as you can, only col- 
lecting rings that you pass, 
never going out of your way 
to get them. 
@ When you finish the level, 
your rings will be stored in 
your bank. As soon as you 
hear the “cha-ching” sound 
meaning your rings have 
been stored, do a soft reset 
on your Game Boy Advance. 
(Press B+A+L+R+Select+ 
Start all at once). 

© Get back into Level 1-1 and 
repeat. 


125+ rings in under a 
minute? Do this for an hour, 
and you'll have an easy 
8,000 rings. 


Revealed! 
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